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The previous and following pages are a fan-made and free resource for anyone’ 
to apply and adapt the Cyberpunk 2020 pen and paper role playing game 
system to play a tabletop roleplaying game within the setting of the Fallout 
game series currently licensed by Bethesda Softworks. 


.. This work must not be distributed to generate any kind of monetary, material or 


digital revenue! | created it to be free of any charge! 


This book does not provide any in depth information on content of 
licensed products of either the Cyberpunk 2020 role playing game 
system or setting nor the content of the Fallout game series. All licensed 
information or content needed to make use of this work has to be 
acquired legally from the license holders on their terms and conditions or 
from any unofficial but legal sources. 


Any artwork used in this book was obtained via Google or Pinterest. This work 
does not distribute any pictures or other art not previously published and 
distributed by its creators. 

IF any party refuses the use of any part of their art within this context please 
contact me and | am happy to remove it immediately. 


| can only hope that everybody enjoys this piece of work and that nobody has 
any serious issues with Из creation or distribution. 


First and foremost | want to give credit and a big Thank You! to all my friends, 
who playtested this for and with me, and who helped me write it! 


Thanks and credits also go to the creators of the fantastic Fallout universe: 
Black Isle Studios 


Interplay Entertainment 
Obsidian Entertainment 


Bethesda Softworks 
and any other studio or publisher involved! 


Thanks and credits also go to the Nukapedia and everyone involved 
for making a brilliant resource of information! 


And my deepest Thank You! goes to Mike Pondsmith 


and В. Talsorian Games for creating my beloved Cyberpunk 2020 ВРС! k 
08/16 
Other links: 


Cyberpunk 2020 Reference Document by Andrew James 
Ihe Fallout Bible 


The Cyberpunk 2020 Core Rule Book @ DriveThruRPG 
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INTRODUCTION 


The Fallóut computer games and their unique world have 
inspired and entertained probably millions of people all around 
the world. Emerging from an underground Vault that has been 
the only world you know, starting to explore a post-apocalyptic 
wasteland with all its wonders and dangers has been a great 
setup for all kinds of adventure again and again. And being able 
to experience Fallaut’s perfect mix of a colorful and marvelous 
past and its dark and eerie idea of the future with your own 
unique character has made these games one of the best role 
playing game series for almost two decades now. Unfortunately 
this role playing experience has always been limited to computers 
and consoles, as long as we are talking about official releases, 
although Fallguts dense atmosphere and its diverse and 
remarkable setting would have been a great addition to the Pen 
and Paper Role Playing world, as well. Several fan-made 
adaptations emerged over the years, but unfortunately, never 
found them as intriguing as the-computer.games. The Раш 
games' atmosphere and the way they feel playing does not only 
come from their setting and design, but also from their 
character and combat system. Unfortunately the original 
calculations and mechanics are completely impractical for pen 
and paper play. Adaptations of other systems like GURPS or d20 
were, in my humble opinion, still too clunky and had lost the feel 
of the games too. And so eventually, | decided to make my own! 

Obviously you'll need to know a few things before you can 
start making characters and raising havoc in the wastes. First, the 
following pages are not meant to explain what реп and paper 
RPG is, the Menta Core Rules will do so, which all of this is 
based on! You will not be able to play with these rules without 
the 2" edition Menta 2020 Core Rule Book, which can still be 
purchased online! Also this piece of work is probably best used by 
players with at least a little experience. Especially the Game 
Master (or GM) should be able to handle himself. But then again, 
we all started playing at some point, and as long as you keep an 
open mind you should be fine. Also you will need a full set of dice, 
which means all dice from a d4 to a d20, and ã3 4100 as well,” 

You should keep in mind, that this piece of work is far from 
perfect. | do not have a horde of playt@sters and so there will be 

balancing issues. But you're all grownups Горе, and so you 

catrfind your personal solution for any such problem. There is 

a lot of-fluff-text on the following pages, but it will not explain 
the Fallaut world to you. It will only fill the many gaps, which the 
games left for your imagination, or it will fit the many pieces of 
the puzzle together. Most of this text is based on the information 
in the Nukapedia, which is the best resource of information on 
the Fallaut games that | know. The goal was to create consistency 
and give an idea on how everything could fit together, so the GM 
has something to work with. Changes and additions to the canon 
lore were kept as small as possible, but they were inevitable and 
obviously fit my personal taste, since | wrote all.of this. But of 
course you are always free to change anything to fit your game! 
But why were some changes inevitable? That's somewhat simple 
and then again it's not. The simple-answer: Pen and Paper RPGs 
are not computer games. Many things simply won't work in a 
P&P.RPG like they work in a computer game and thus, they could . 
not be ported as they are. They had to be rewritten! 

But why use «4562020 in the first place? | do know it's 
an old.game and.it doesn't always roll like.clockwork so | had to 
refine it in some places, but it has two major advantages: It is 
simple and compact and its basics fit the S.P.E.C.I.A.L. system of 
the Fallaut games extremely-well. As a straight and basic-dark 
future RPG without any supernatural stuff affecting the system, it 
was the perfect'candidate to.be adapted їо the new setting. 
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Also, playability is very important to me, and with this system as a 
basis, modifications could be kept as compact as possible, so you 
can focus on playing instead of looking up rules and trying to make 
them fit to whatever the Wasteland throws at you! 

And that said, l'd say let's get started! So grab your 
Wet by the throat and get ready for the Fallout! 


MODIFICATIONS AND 
ADDITIONS TO THE 
CYBERPUNK CORE RULES 


Basic Changes 
Calculations: 


© When affected by penalties the minimum for any value is 
always 1! When dividing, always round decimals normally, 
unless noted otherwise! Note that negative values, like 
penalties, should be rounded away from 0 at a tie. Meaning - 
3.5 is rounded to -4 instead of -3! Or, looking at it another 
way: add penalties as positive numbers, round them normally 
and then subtract the result! 

© There are new calculations for different values, which are all 
notedon the Character Sheet and the Combat Tables 
summary sheet in the appendix! 

@ Some modifiers to Hit Rolls or other checks were changed 
to address general balancing issues of the Cyberpunk Core 
Rules. (3 see Combat Table Summary sheet) 

@ All bonuses and penalties are always cumulative, except 
when from exactly the same or a basically equal source! 

© Modifiers, mainly to a character's Stats, can slow down the 
game,_especially in combat. The Cyberpunk system works а 
lot with formulas and calculations. This is fine because you 
can precalculate most factors and work with simplified 
numbers and mechanics. But, every time these factors 
change, the results of these calculations change as well. Thus, 
every time you take damage, for example, and your 
S.P.E.C.LA.L. Stats change you have to recalculate every single 
derived statistic. This slows down gameplay significantly and 
robs you of a lot of fun! The following rules aim to solve this 
problem by splitting modifiers to S.P.E.C.I.A.L. Stats and other 
statistics into two types: temporary and permanent! 

ж Temporary modifiers: Any modifiers are considered 
temporary until their time of effect exceeds 24h. So long 
as a modifier is considered temporary do not recalculate 
any character statistics derived from the modified Stat, 
but use the Temporary Modifiers table instead. You'll find 
this table on the Combat Table Summary sheet in the 
appendix Simply cumulate the derived temporary 
modifiers to the derived statistics noted there. They are 
roughly identical with the actual change to the derived 
statistic but easier to work with. Even if the impact on any 
statistic weighs-heavier this way it is more realistic, since 
a sudden-boost or shock usually Ваз a much greater 
impact on a creature's performance until after some 
hours, when it balances itself out again. 

When factoring in temporary modifiers, note that -0.5 is 
rounded away from 0 as described above! 

," Permanent modifiers: Any modifiers are considered 
permanent as soon as their time of effect exceeds 24 
hours. From this time on recalculate all character 
statistics derived from the modifier value if necessary! 


E 
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New Rules 


Stunts (optional): 


@ 


When a player gives an elaborate description of his action it 
can be classified as a level 1, 2 or 3 Stunt, which grants a 
bonus of 1 — 3 to the respective die roll, as well as 1 — 3 
Action Points, if the action was performed in combat! 
Guidelines for classifying Stunts: 

Level 1 Stunt: Neat and immersive description of the action 
and/or the thoughts and emotions of the character. 

Level 2 Stunt: Resembles a level 1 Stunt but includes the 
surroundings of the character and other characters or 
creatures. The description should be more elaborate. 

Level 3 Stunt: This is simple: when everybody's jaw drops and 
someone says: , Awesome!" 

A level 2 Stunt usually grants the character an Improvement 
Point for a Skill applied to the action, if so. 

A level 3 Stunt always grants a full Experience Point. 

When classifying Stunts the opinion of everyone at the table 
is important, but of course the GM makes the final decision! 


Radiation: 


e 


e 


Radiation occurs in different formats: X Rads per round, per 
minute, per hour or per day, or as a fixed or random value. 
Radiation sources are either areal (an area is irradiated) or 
specified, in which case they have a range to which they emit 
radiation. Depending on the actual Radiation emitted this 
range can vary greatly, from a few centimeters to several 
hundred meters. The GM is free to determine any-range for a 
given radiation source up to 1000 meters if he so desires, but 
as a general guideline there are 3 basic increments: 


A specified source has a range of either 1cm or 25m or 
100m per strength level above Harmless! 


You either accumulate an amount of Rads per time, as long 
as you are exposed to the Radiation or simply gain X Rads! 
Multiple sources of Radiation add up! (see the table below) 
If your exposure time accumulates to the next bigger unit, 
always use that unit's Rad value. Radiation does “not 
necessarily accumulate in a linear way. 

When consuming 1kg or 1 liter of-an irradiated substance, 
which has no given Rad value (when you drink from a natural 
water source, for example) , you'll gain 5 times the amount of 
Rads that the Radiation source emits per minute. 


Radiation Table 


Weak (old bomb crater, running waters, drizzle or light rain) 


Moderate (body of standing water, dust storms, strong rain) 


Radiation Resistance always reduces the accumulated Rads 
per minute or simply reduces the fixed value, but only natural 
or internal Rad Resistance reduces irradiation from food or 
other consumed substances. External resistances won't. 

This also means that, when Rad Resistance reduces the 
accumulated Rads per minute by half, all other values in the 
same row are reduced by half as well! 

(For calculating Rad Resistance see Combat > Resistances) 
Sudden strong bursts of Radiation can also cause Radiation 
Damage in form of radiation burns, which is reduced by Rad 
Resistance like normal damage by armor. 

Higher irradiation levels cause different penalties and other 
effects. These are noted on the Character Sheet! 
Regenerating irradiation works as follows: Every known 
creature regenerates 30 Rads per day, which is set off against 
the natural background radiation. This means that Rad 
Regeneration equals 15 + any 24h-Rad Resistance (which can 
also be a radiation proof environment) up to 30 per day. 
Diagnosing and healing of irradiation is a difficult process, 
requiring the right equipment. Geiger Counters (see Equip > 
Special Equipment) can either measure the level (none (0 - 50 
Rads), Low (51 - 200 Rads), Elevated (201 - 500 Rads), 


Dangerous (501+ Rads)) or the exact value of so irradiation Qi." 


Certain Chems can then heal it (see Equip » Chems). 

Extended Rules (optional): These rules should only be used if 
you want to be really thorough: The range of a specified 
radiation source can be divided by the number of strength 
levels from Weak to the source's strength level. The Rads per 
minute lessen by one level per reach increment further away 
from the source. 

3 Example: -The GM determines a leaking barrel of 
radioactive waste as a Very Strong radiation source with a 
reach of 100 meters. Now he counts the strength levels from 
Weak to Very Strong. These are 4 levels: Weak, Moderate, 
Strong, Very Strong. Now he divides 100 meters by 4, which 
results in 25 meters. This means, that the first zone from the 
barrel to 25m radiates like a Very Strong source, the second 
zone from 25m to 50m like a Strong source, and so on, until 
the-radiation lessens to 0 Rads per minute. 

For simplicity the calculation is-based on the Rads per minute 
column. Unless someone-decides to set up camp 95m from 
mentioned barrel; there is no reason to be any more accurate, 
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but of course you can refine the calculation even further" 


~~ —_ 


ү" ы 


Strong (leaking nuclear generator, many types of industrial waste) 


Very Strong (bomb crater directly after the detonation) 


Extreme (directly after a nuclear generator detonation, radioactive waste) 


Deadly (active nuclear fuel rod, enriched uranium or plutonium) 
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Character Statistics and Character Creation 


Character Creation: 


1) 


4i 
Choose a Faction: 


Э Wastelander > Sect or Religious Organ. 
> Vault Dweller > Trader Organization 

> Raider Clan Э Slaver Organization 

Э Nomad Clan 2 Mercenary Group 

> Brotherhood of Steel Э Super Mutant Group 

> Enclave > Ghoul City 

> New California Republic > Tribals 

> 


Ex-Faction: Being an ex-member of a faction from the 
beginning is a Merit (see below) with a BP-cost equal to 
the faction’ entry cost + 1. This cost can be completely or 
partiallyoffset by a Flaw that makes you shunned, 
branded or hunted by the same faction! 

> You can only be member or ex-member of one faction! 


2) Choose a Race from your Faction’s permitted races: 
= Human d > Ghoul 
2 Super Mutant Brute Э Super Mutant Master 
3) Choose a Character Class: 
Э Leader Э Scientist 
Э Medic > Security 
2 Mercenary > Soldier 
> Playboy/Playgirl > Survivor ۾‎ 
> Raider > Tech 
3> Rogue Э Trader 
Э Scavenger 
4) Distribute 45 Character Points to: 
(2-10 points to any Stat + Race modifiers) 
> Strength > Intelligence 
Э Perception > Agility 
Э Endurance > Luck 
Э Charisma > Coolness 

5) Distribute 40 Skill Points to your Career Skills and 12 Skill 

Points to your Pickup Skills (all non-Career-Skills): 
Э Toa maximum skill level of 6! 
p 6) Spend Bonus Points (BP) equal to 15 minus cost of Faction 

. Entry and Race for: 

& Faction benefits and starting money: 
> (see Factions) 
& Character Stats: 
(*1 point per 2 BP up to natural race maximum and up to 
*5 points to Stats in total!) 
& Skills: 
(*1 point per 1 BP up to a maximum skill level of 7) 
© Reputation: 
(*1 point per 1 BP up to a maximum of 5) 
® Contacts: 
(One friendly contact per 1 BP. Enemies may grant you 
additional BPs to spend at the discretion of the GM!) 
& Merits and Flaws (optional): 
(Merits cost you 1 to 3 BP, Flaws grant you 1 to 3 BP, 
> depending on effect. Both at the discretion of the GM!) 

7) Remaining Bonus Points are converted into Experience Points 
for buying Perks or spending them normally. These XP also 
count as starting XP Total for fulfilling Perk requirements! 

8) Buy starting equipment with the caps and maximum 


Availability granted by your rank in your faction. You can also 
spend BP to buy additional starting money at a rate of 10% of 
your rank’s base money per 1 BP! Afterwards, all excess money 
is the money in your pocket when you start the game. 
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1) Factions * 
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Wastelander: 


vvv 


Vault Dweller:- 


> 
> 
> 


> 


Raider Clans: 


> 


> 
> 
> 


Entry Cost: 0 BP (Ex-Member: no) 

Permitted races: all 

Permitted classes: all except Soldier 

Ranks, starting equipment'and reputation: 

ж ОВР: Nobody (1208 [E] – Rep.: 0) 

* 2 ВР: Somebody (200@ [C] – Rep.: 0) 

ж 4BP:Oh,that one! (3508 [C] – Rep.: 2) 
» Money: +10% / 1 BP; Reputation: +1 / 1 BP 

Extra equipment A Nobody automatically gets a RadX ог A 

MedX, a Somebody gets a RadAway or a StimPak and a 

„That One" gets a rope or a Swiss Army Knife. 


Entry Cost: 2 BP (Ex-Member: yes) 

Permitted races: all 

Permitted classes: Leader, Medic, Scientist, 

Playboy/Playgirl, Rogue, Security, Soldier, 

Tech (always depending on the Vault's background) 

Ranks, starting equipment and reputation: 

ж ОВР: Normal Citizen (250@ [E] — Rep.: 0) 

ж 1 BP: Security (Trainee) or Scientific (Lab Assist.) or 
Engineering (Mechanical Assist.) (300@ [С] — Вер.: 0) 

ж 2 BP: Secürity (Deputy) ог Scientific (Doctor) ог 
Engineering (Mechanic) (3508 [P] — Rep.: 0) 

* 3 BP: Security (Sergeant) or Scientific (Lab Admin.) or 
Engineering (Department Ad.) (40042 [P] = Rep.: 0) 

ж 4 ВР: Security (Captain) or Scientific (Head Scientist) 
or Engineering (Chief of Staff) (48042 [R] — Rep.: 1) 

© [10 BP: Warden (Second in command and deputy to the 
Overseer) (60042 [R] — Rep.: 1)] 


© [15 BP: Overseer (10008 [R] - Rep.: 2)] 
— » Money: +10% / 1 BP; Reputation: +1 / 1 BP 


Extra equipment Pip-Boy (always) 


Entry Cost: 0 BP (Ex-Member: yes) 

Permitted races: all 

Permitted classes Leader, Raider, Rogue; AO 

Scavenger, Tech 

Ranks, starting equipment and reputation: 

© ОВР: Prospect (1004 [E] =Rep.: 0) 
(i.e. Rat, Worm, Bitch, Scum, Slob, Legionary, etc.) 

© 2BP:Normal Member (1208 [C] — Rep.: 0) 
(i.e. Khan, Viper, Bruiser, Gun, Knife, Sword, Chopper, 
Warrior, Decanus, etc.) 

© ДВР: Gang Leader (2809 [C] —Rep.: 2) 
(i.e. Rattler, Punisher, Ripper, Flag, 
Lieutenant, Road Captain, Centurion, etc.) 

© [7BP:Clan Leader (7508 [P] — Rep.: 5) 
(i.e. The Great Khan, The President, Legate etc.)] 


> Money: +10% / 1 BP; Reputation: +1 / 1 BP 

Extra equipment Members of a Raider Clan (Normal 
Member+) usually get an item that identifies them as a 
member of their specific clan and marks their rank 
(agreeing to the maximum Availability of their rank). This is 
usually a piece of armor or a weapon of a certain type. 
However, the actual owner of the item is stillsthe clan and 
be reclaimed from traitors with particular insistence! 


Shotcaller, 


© Nomad Clans: 


> 
> 
> 


@ Brotherhood of Steel: 


Entry Cost: 1 BP (Ex-Member: yes) 
Permitted races: all 
Permitted classes: Leader, Rogue, Trader, 
Medic, Playboy/Playgirl, Scavenger, Tech, 
Survivor. 
Ranks, starting equipment and reputation: 
© ОВР: Youth (10042 [E] — Rep.: О) 
© 2 ВР: Family Member (120@ [C] – Rep.: 0) 
© 3 ВР: Family Leader (280 [C] — Rep.: 2) 
© [9 ВР: Clan Leader (10008 [P] — Rep.: 5)] 

> Money: +10% / 1 BP; Reputation: +1 / 1 BP 
Extra equipment Normal members (Family Member+) 
usually get a rifle, a pistol or a shotgun (agreeing to the 
maximum Availability of their rank) to protect the family! 


> Entry Cost: 3 ВР (Ex-Member: yes) үү] X 

Э Permitted races normally Human only! 1j 

> Permitted classes: Leader, Medic, Scientist 
(Scribes only!), Security, Soldier, Tech 

> Ranks, starting equipment and reputation: 

ж OBP:Squire > Senior Squire > Initiate 
(300@ [C] – Rep.: 0) 
ж 1 ВР: Knight or Scribe (400@ [P] — Rep.: 1 РА: T45) 
ж 2 BP: Knight Sergeant > Knight Captain or Senior Scribe 
(500@ [P] – Rep.: 2 — PA: T45) 
* ДВР: Head Knight or Head Scribe 
(650 [R] — Rep.: 3 — PA: T51) 
ж 8 BP: Junior Paladin > Paladin > Senior Paladin 
(8002 [В] – Rep.: 3 – PA: T51) 
© [12 ВР: Star Paladin > Head Paladin 
(100042 [R] — Rep.: 4 — PA: Т60)] 
© [16 BP: Sentinel (20008 [R] – Rep.: 5 – PA: Т60)] 
© [20 BP: Elder (30009 [R] – Rep.: 6 – PA: Т60)] 
© [25 BP: High Elder (4000 [В] — Rep.: 8 — PA: T60)] 
> Money: +10% / 1 BP; Reputation: +1 / 1 BP 

> Extra equipment A member of the BoS Rang with the rank 
of Knight or higher is equipped with a set of Power Armor 
for outside missions. The armor stays property of the BoS 
but can be purchased by the member. The respective 
Power Armor Series is noted with the respective rank. The 
model depends on the individual requirements of the 
mission or the wearer. Scribes are usually not equipped 
with Power Armor, with rare exceptions. 

Э Merit Every member of the BoS with the rank Knight or 
Scribe or higher gains the Merit 5,BoS Basic Training", which 
effect equals the Power Armor and V.A.T.S. Training Perks. 

© Enclave: x жж 

Э Entry Cost: 3 BP (Ex-Member: yes) * x 

> Permitted races Human only! == 

Э Permitted classes: Leader (Officers only), * [= a 
Medic, Scientist (Officers only), Security, ¥ * 
Soldier, Tech * № * 

Э Ranks, starting equipment and reputation: 


ж ОВР: Trainee (Private > Private First Class) 
(250€ [C] – Rep.: 0) 

ж 21BP:Trooper (Corporal or Sergeant) 
(375€ [P] – Rep.: 0 — PA: E-T60) 

* 2BP:Trooper (Master Sergeant » Sergeant Major) 
(500Q [P] — Rep.: 1 — PA: E-T60) 

ж 4 BP: Trooper (Command Srgnt Major (min. for Tesla, 
Hellfire and X-01 Forces)) (6508 [В] — Rep.: 3 — PA: 
E-T60 or E-XO1 or Tesla & Hellfire) 


New California Republic: 


> 


> 
> 
> 


СЗ 


4 BP: Officer (Second Lieutenant » First Lieutenant) 
(6008 [В] = Rep.: 3) 

ж 6 BP: Officer (Captain > Major). 

(7508 [R] – Rep.: 4) 

[8 BP: Officer (Colonel) (8008 [В] — Rep.: 5)] 

[16 BP: Officer (General => Major General) 

(200042 [В] — Rep.: 7)] 

© [25 BP: The President (4000 [В] – Rep.: 8)] 


> Money: +10% / 1 BP; Reputation: +1 / 1 BP 
Extra equipment A Trooper of the Enclave with a minimum 
rank of Corporal is equipped with a Power Armor for 
outside missions. The armor stays property of the Enclave 
but in rare cases the member is allowed to purchase it. The 
respective Power Armor Series is noted with the respective 
rank. The model depends on the individual requirements of 
the mission or the wearer. Officers are never equipped' with 
Power Armor since they stay away from combat situations! 

Special forces of the Enclave are sometimes equipped 
with Tesla or Hellfire Armors, or X-01 Power Armor (see 
ranks), but these can never be purchased. In addition, Tesla 
and Hellfire forces are either equipped with a weapon that 
deals electricity damage or a Gauss Rifle, or a weapon that 
deals fire damage like a Flamer, suitable for their respective 
armor. These also stay property of the Enclave! 
Merit Every Trooper of the Enclave gains the Merit 
„Enclave Basic Training", which effect equals the Power 
Armor and V.A.T.S. Training Perks. 


e 
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NEW CALIFORNIA REPUBLIC 


Entry Cost: 2 BP (Ex-Member: yes) 

Permitted races: all 

Permitted classes: all except Mercenary, 

Raider, Survivor 

Ranks, starting equipment and reputation: 

ж ОВР: Normal Citizen (210 @ [E] — Rep.: 0) 

ж 1 BP: Military, Scientific or Engineering Trainee (Private 
or Assistant) (3008 [E] — Rep.: 0) 

* 3 BP: Military, Scientific or Engineering low rank 
(Corporal, Sergeant, Master Sergeant, Sergeant Major 
or Doctor, Lab Administrator or Specialized Mechanic, 
Chief of Staff) (4006 [C] — Rep.: 1) 1 

* 6 BP: Military, Scientific or Engineering mid rank 
(Command Sergeant Major, Second Lieutenant, First 
Lieutenant Captain, Major ог Science Branch 
Administrator, Professor or Engineering Branch 
Administrator) (600 [P] — Rep.: 2) 

& [10 BP: Military, Scientific or Engineering high rank 
(Colonel, General, General Major or Head of Science or 
Head of Engineering) (8508 [В] — Rep.: 5)] 

ж 6 BP: Political low rank (Mayor, Governor, Judge) 

(6008 [P] — Rep.: 3) 
€ [8 BP: Political mid rank (Counselor, Senator, 


Ambassador) (10008 [P] — Rep.: 6)] ^ 
© [12 BP: Political high rank 
(Department Secretary, Attorney General, Chief 


Ambassador) (150042 [В] — Rep.: 7)] 
© [20 BP: Vice President (2000 [В] – Rep.: 8)] 
© [25 BP: President (4000 [В] – Rep.: 8)] 


» Money: +10% / 1 BP; Reputation: +1 / 1 BP 
Extra equipment Members of the branches Military, 
Science or Engineering can purchase items, which are 
clearly associated with their branch (Engineering: any 
electronic or mechanical Special Equipment; Military: all 
Weapons and Armors; Science: any scientific equipment, all 
Chems) like their Availability was one level better! 


© Sects/Religious Organizations: 


> Entry Cost: 1 BP (Ex-Member: yes) 
Э Permitted races: all, depending on the 
organization. 
> Permitted classes: all, depending on the 
organization. 
Э Ranks, starting equipment and reputation: 
ОВР: Initiate (85 @ [E] — Rep.: 0) 
ж 1 BP: Priest (120@ [C] – Rep.: 1) 
ж ДВР: High Priest (2504 [C] — Rep.: 3) 
© [10 BP: Cult Leader (500 [P] — Rep.: 5)] 
» Money: +10% / 1 BP; Rep.: +1 / 1 BP 
> Extra equipment: Members of a sect or cult get an item, 
usually a piece of armor of a certain type that identifies 
them as a member of their specific organization and marks 
their rank (agreeing to their maximum Availability). 


"n 


@ Trader Organizations: 


Э Entry Cost: 2 BP (Ex-Member: yes) ue 
Э Permitted races all 
Э Permitted classes: Leader, Mercenary, i , 
Rogue, Scavenger, Security, Tech, Trader 
> Ranks, starting equipment and reputation: 
ж OBP:Local Trader (2008 [C] - Rep.: 0) 
1 BP: Caravaneer (3008 [C] – Rep.: 3) 
3 BP: Local Administrator (4008 [P] — Rep.: 2) 
4 BP: Region Administrator (55042 [В] — Rep.: 4) 
[10 BP: Leadership (150042 [В] — Rep.: 5)] 
» Money: +10% / 1 BP; Reputation: +1 / 1 BP 
> Extra equipment On character creation, members of a 
Trader Organization can buy one item of one Availability 
level better than their rank allows for half its price! 


© < m 


Slaver Organizations: 

> Entry Cost: 1 BP (Ex-Member: yes) 

> Permitted races all 

3 Permitted classes: all but Medic, Scientist, 
Soldier, Survivor 

> Ranks, starting equipment and reputation: 
ж +6 ВР!: (Favored) Slave (2042 [E] — Rep.: 0) 
ж ОВР: Prospect (150@ [C] = Rep.: 0) 
ж 2BP:Slaver (normal Member) (2508 [C] – Rep.: 2) 
ж 5BP:Local Leader (4508 [C] — Rep.: 4) 
© [10 BP: Leadership (10008 [C] — Rep.: 5)] 


> Money: +10% / 1 BP; Reputation: +1 / 1 BP 
Э Extra equipment: All “members” of a Slaver Organization 
with the rank of Slave, automatically “own” a Slave Collar or 
a similar item like a Ball and Chain! 


Mercenary Groups / The Regulators: 
> Entry Cost: 2 BP (Ex-Member: yes) 
> Permitted races: all 
Э Permitted classes: Medic, Mercenary, 
Rogue, Scavenger, Soldier (only in 
groups with highly military structure), Tech 
> Ranks, starting equipment and reputation: 
* ОВР: Trainee (180@ [Е] — Rep.: 0) 
ж 1 ВР: Soldier (275 [C] – Rep.: 1) 
(often with military designation: Private » Corporal) 
ж 2BP:Platoon Leader (3308 [C] — Rep.: 2) 
(often with military desig.: Sergeant » Master Srgnt) 
* 5BP:Commanding Officer (45042 [P] — Rep.: 3) 
(often with military desig.: Lieutenant > Captain > Major) 
© [10 BP: Leadership (10008 [В] – Rep.: 5)] 
(often with military design: Colonel » General) 


> Money: +10% / 1 BP; Reputation: +1 / 1 BP 
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> Extra equipment Most Mercenary Groups force their 
members to acquire a piece of armor agreeing with the 
standards of the group, which also serves as a kind of 
uniform. Which kind of armor is mandatory depends on the 
individual group, but they can be purchased from the 
organization for half the price independent of the item's 
Availability! If this consumes too much of the member's 
starting resources to also buy an appropriate weapon or 
even the armor itself, both will be supplied by the group 
until they can be purchased by the member! Weapons 
supplied by the group have to agree with the maximum 
Availability of the member's rank, though. They stay in the 
group's possession until purchased and will be reacquired 
from traitors with particular insistence! 


Super Mutant Group: 

> Entry Cost: 1 BP (Ex-Member: yes) 

Э Permitted races Super Mutants only! 
For rules on Super Mutants as player 
characters see Bestiary > Super Mutants! 

Э Permitted classes: Mercenary, Raider, 
Scavenger, Soldier, Survivor 

> Ranks, starting equipment and reputation: 
ж ОВР: Muscle (200@ [C] - Rep.: 0) 

ж 2 BP: Alpha (300@ [P] — Rep.: 2) 
© [10 BP: Leadership (500@ [В] – Rep.: 3)] 
> Money: +10% / 1 BP; Reputation: +1 / 1 BP 

> Extra equipment Super Mutants have to pay 1.5 times the 
Caps for their starting armor or they get a random 
,makeshift" armor for the normal price! 


Ghoul Cities: 
> Entry Cost 1 BP (Ex-Member: yes) 
Э Permitted races: Ghouls only! 
> Permitted classes: all except Raider, 
Soldier, Survivor 
> Ranks, starting equipment and reputation: 
ж ОВР: Citizen (150@ [C] — Rep.: 0) 
ж 1 ВР: Security, Scientific or Engineering Worker 
(250@ [С] – Rep.: 1) 
ж З ВР: Security, Scientific or Engineering Administrator 
(4004 [P] — Rep.: 2) 
© [10 BP: Leadership (10008 [В] — Rep.: 3)] 
> Money: +10% / 1 BP; Reputation: +1 / 1 BP 
> Extra equipment none 


Tribals: 

> Entry Cost: 0 BP (Ex-Member: yes) 

> Permitted races: all 

Э Permitted classes: Leader, Rogue, Scavenger 
> 


Survivor, Trader 
Ranks, starting equipment and reputation: 
© ОВР: Youth (80@ [Е] — Rep.: 0) 
© 2 BP: Tribal (100@ [C] – Rep.: 0) 
© ДВР: Tribe Leader (250@ [C] - Rep.: 2) 
© [7 BP: Tribe Elder (6008 [P] — Rep.: 4)] 
> Money: +10% / 1 BP; Rep.: +1 / 1 BP 
> Extra equipment: Older members of a Tribe (Tribal+) 
usually get an item that identifies them as a member of 
their specific tribe and marks their rank and their standing 
among the tribes (agreeing to the maximum Availability of 
their rank). This is usually a piece of armor or a weapon of a 
certain type. Also all members of a tribe possess two Chems 
of the following options: Youth — Fiery Purgative or Healing 
Poultice; Tribal — Antivenom or Thick Red Paste; Leader — 
Datura Hide or Stimpak; Elder — Voodoo or Super Stimpak. 


2) Васез: 
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Human (0 BP) 
Э No changes. 


Dwarf (2 BP) 

> Endurance +2, Agility -1 

> Body Size: about 1.4 to 1.6 meters. 

Э Age: can exceed 100 years. 

> Traits: 

* ¥ Short but Sturdy: 
Run Modifier -1m, Carry =... x 7kg 
Has to consume only two thirds of the food and water a 
human has to. 

жх Odd Genetics: 

Dwarves cannot become Ghouls and, at the discretion 
of the GM, they do not always count as Human, as well 
as they are immune, or at least more resistant, to the 
effects of the Forced Evolutionary Virus! 

Ghoul (4 BP) 


> Strength -2, Perception +2 
> Natural Radiation Resistance 5 
> Poison Resistance 5 
Э Age: can exceed 300 years. 
> Traits: 

ж Slow Metabolism: Has to consume only half as much 

food and water as a human. r 

ж Tolerate Radiation: Works like the Radiation Tolerance 


Perk. Also both effects do stack, if the Perk is taken, 
reducing radiation effects by two levels! 


3) Character Classes and Special Abilities: 


© Leader - Presence (CO): Like with the Leadership Special 


Ability of the original Cyberpunk system, Characters with 
Presence can influence people to do something. The number 
of people you can influence is equal to your Presence score 
squared times 200. The nature of the action is not essential for 
the Difficulty of the check, but, the more drastic the action 
itself and the more drastic the intended change of the crowd's 
mood are, the more difficult will the check be! 

> Career Skills: Leadership, Brawl, General Knowl., Wastewise, 

Human Perc., Small Guns, Persuasion, Socialize, Speech. 


Medic - MedTech (IN): The MedTech Special Ability enables a 
character to perform complex surgeries, which exceed the 
normal capabilities of the Doctor skil. Someone without 
MedTech can only use the Doctor skill for life-sustaining 
operative measures, basically to patch someone up again, or to 
perform a dissection or an autopsy. MedTech enables, for 
example, to implant or remove Cyberware, perform plastic 
surgery or transplant organs. To perform such a task you-still 
roll a Doctor check, but, depending on the task a minimum 
level in MedTech will be required, and of course the respective 
equipment! Furthermore you need MedTech to produce clean 
Chems without side effects (see General Equip » Chems). Chems 
produced with other methods have much worse quality! Above 
all, however, MedTech is the only skill that can produce 
powerful healing Chems like Stimpaks and RadAway. 
Additionally, once per game session, the Medic can 
reduce the Death State of a person by half his MedTech score 
to revive the person or he can make a Doctor or First Aid check 
with a bonus of half his MedTech score to stabilize a person! 
> Career Skills: MedTech, Repair, Doctor, First Aid, General 
Knowledge, Language, Science, Awareness, Human 
Perception, Small Guns. 


Mercenary = Authority (CO): This Special Ability represents а 
character's ability to radiate and apply authority. This could 
mean that the character sees himself as the leader of a small 
group of people and is able to defend this position with this skill, 
or it could simply mean that he is able to put people in their 
place! In case of the Mercenary, this usually happens in the» 
context of guard duty. In addition, the character's actions are 
much less likely to raise questions. Also, when in a tight spot, 
skills like Intimidation and Persuasion can be supported with _ 
half of the character’s Authority score, if authority is applicable 
to the situation. 
> Career Skills: Authority, Big Guns, Athletics, Dodge & 
Escape, Melee, Wastewise, Intimidation, Awareness, Sneak, 
Small Guns. 


Playboy/Playgirl - Presence (CH): A Playboy’s or Playgirl’s 
Presence ability works similar to the ability of the Leader, but 
the character can only influence Presence score times 20 
people. On the other hand however, a character with this 
Presence ability is able to add a bonus of half his score to any 
social skill check, when he needs to save his own or someone 
else's neck in a critical situation! 

In addition the Playboy and Playgirl gain an additionale 
bonus when using Luck on a check. This additional bonus is 
equal to the result of a check on LU + Presence minus 20! This 
check cannot be modified in any way. A negative result does 
not affect the check Luck is used on and you cannot fumble or 
critically succeed! Any excess points from this check are then 
added to the actual check, which Luck is used on! 
> Career Skills: Presence, Brawl, Sneak, General Knowledge, 

Gambling, Intimidation, Human Perception, Small Guns, 
Persuasion, Socialize. 
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© Raider - Improvisation (AG): Raiders live in the wastes and 


better then anyone they know how to make something from 
nothing! Where another person would simply fail because 
resources aretespecially scarce, a Raider can still succeed given 
that he has any kind of resources and that his player can 
reasonably explain to the GM how he wants to apply these 
resources to solve his problem; even if it seems really far- 
fetched or even completely impossible. The GM then 
determines a Difficulty for the task, which is usually 5 points 
higher than it would normally be if the character-had the 
correct tools or resources, and the player can then support any 
halfway technical skill check with half of his Improvisation 
score. If there is just no appropriate skill to make a check on, 
the player can also make a check on the ability itself to see 
whether he succeeds or not. 


‚> Career Skills: Improvisation, Brawl;-Melee, Pick.Lock;-Repair, 


Throwing, Traps, Outdoorsman, Intimidation, Small Guns. 


Rogue - Deviousness (CO): Rogues live by their wits and 
their deviousness and are mainly focused on their own 
advantage. Add half of your Deviousness score to the damage 
of critical hits or the first attack of an ambush (3 see Core Rules 
p.98) with Small Guns, Energy Weapons, Primitive Missile 
Weapons and Thrown Weapons (except explosives). Critical 
hits and ambush attacks with Melee, Brawl, Martial Arts even 
add the full score to their damage! So do traps that deal 
damage, except explosives. In addition the Special Ability 
supports any social check to lie to, deceive or cheat someone 
with half its score. 


3 Career Skills: Deviousness, Brawl, Melee, Pick Lock, 
Throwing, Traps, Larceny, Sneak, Dodge & Escape, 
Wastewise. 


Scavenger – Resources (LU): Do not confuse this Special 
Ability With-the-Special Ability of the same name in the original 
Cyberpunk system! With this ability Scavenger can usually say 
or at least find out, where to find the next trading post, or they 
can-determine where you could find material of any sort. 
Furthermore, when in a tight spot, they might be lucky enough 
to find something they really really need right now in one of 
their many pockets! The difficulty on the check depends on the 
improbability to have such an item. Also you can only use this 
function once per hour, a repeated check for a specific item is 5 
points.more difficult than the last and it only works for items of 
no bigger than a human fist. 


> Career Skills: Resources, Pick Lock, Ride, Sneak, 
Outdoorsman, Larceny, Wastewise, Awareness, Small Guns, 
Barter. 


Scientist – Manipulation (IN): The Manipulation Special 
Ability basically works like the Tech’s Manipulation ability, but, 
it is limited to Computers, scientific devices and devices that 
are considered “high-technology”. In tight situation the 
Scientist can however add a bonus to all Science and 
knowledge based checks equal to half his Manipulation score. 
Also only the Scientist can use this ability to alter the effect 
Stimulants or the properties of chemical compounds. Healing 
Chems however lie solely within the expertise of the Medic. 
Э Career Skills: Manipulation, Repair, Doctor, First Aid, 
General Knowledge, Language, Programming, Science, 
Energy Weapons, Speech. 


@ Security — Authority (CO): As with the Mercenary the 


Authority Special Ability of the Security represents a character’s 

ability to radiate and apply authority. In case of the Security 

this usually happens in the context of police duty. However, the 

same rules apply for both classes! (3 see Mercenary) 

> Career Skills: Authority, Athletics, Brawl, Dodge & Escape, 
Melee, First Aid, Intimidation, Awareness, Human 
Perception, Small Guns. d 


Soldier - Combat Sense (PE): Combat Sense is the ability of 
a trained Soldier to always keep his cool in combat situations 
and to avoid traps and ambushes. Combat Sense supports all 
Perception based checks to notice traps and ambushes with 
half of its score. : 

Also, if the character is able to analyze a situation for 2 combat 


rounds (about 6 seconds) before a combat begins, he adds a - 


bonus of half of his Combat Sense score to his Initiative in the 
first combat round. Combat Sense сап also be used as a skill to 
generally analyze a combat situation. Doing so takes gives the 
character an overview of the situation at hand. The exact 
contents of this information and whether he can use it to his 
advantage is up to the GM and himself. But he can, for example, 
predict probable actions and movements of enemiés, more or 
less pinpoint enemies which he lost sight on, or he can assess 
his chances for uncertain actions or in difficult situations. 
> Career Skills: Combat Sense, Big Guns, Athletics, Dodge & 
Escape, Martial Arts, Sneak, Awareness, Energy Weapons, 
Small Guns, Throwing. 


Survivor — Improvisation (AG): Like Raiders, Survivors live or 


have lived in the Wasteland and know better than most people * 


how to make something useful from almost any rubble! This 

Special Ability is identical to the ability of the Raider. All rules 

apply equally ( see Raider). 

> Career Skills: Improvisation, Climbing, Athletics, Melee, 
Ride, Sneak, Traps, First Aid, Outdoorsman, Small Guns. 


Tech - Manipulation (IN): With this'ability the Tech is able to 
alter the function of any electrical or mechanical device 
temporarily or even permanently. Also he is able to make an 
irreparably damaged device work again for a short time. The 
odder the alteration or the more damaged the device, the more 
difficult is the check. Permanent alterations also add +10 to the 
check’s Difficulty! A temporary alteration works for as many 
rounds as half of the check's result. 

Also once per day the Tech may add half of his Manipulation 
score to any repair or maintenance check, when not using the 
aforementioned function of the ability! 

> Career Skills: Manipulation, Drive, Pilot, Pick Lock, Repair, 

Traps, Programming, Science, Awareness, Small Guns. 


Trader - Resources (LU): This Special Ability is identical to * 


the ability of the Scavenger. Usually Traders trade with almost 
anything and thus always carry some of their smaller wares 
with them. (2: see Scavenger). 


Э Career Skills: Resources, Brawl, Barter, Gambling, 
Wastewise, Awareness, Human Perception, Small Guns, 
Persuasion, Socialize. . 
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4) Character Stats: 
et 


€» Roll checks on Stats with 1d10 plus Stat score against a 

Difficulty. Reduce the normal Difficulty classes by 10 when 

doing so! This is meant to serve rule consistency: (optional) 

@ Body Type equals Strength and/or Endurance 

> Calculations with Body Type always use the Endurance 
score, except for calculations that clearly refer to the body 
strength of the character! 

> The term Body Type now only refers to the Body Type 
levels from Very Weak to Superhuman (3 see Combat 
Table Summary sheet!) 

Movement Allowance & Reflexes equal Agility 

> -Calculations with Movement Allowance or Reflexes always 

' use Agility now. 

Attractiveness, Empathy & Technical Ability are dropped. 

The S.P.ECIAL Stats are extended by Coolness (CO), 

ecause... well, because it’s cool! 

natural Stat -Maximum equals 10 + Race bonus. Stat 

inimums are always 1. 

ae ‘is always. 100 and;only pose a limit for Cyberware if 


® 


® 
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“no ‘psycl ogical affects. (optional) 
е. The. Save Number required for Death nd Stun Saves equals 
RA “(Strength + Endurance) + 2. Also, there'is a different penalty list 
- for Stun Saves (3 see Character Sheet). 


@ Skills with a skill level of 0 suffer an additional penalty on any 
check dependent on the skill group from lack of basic training: 
Ü ST, PE and CH skills suffer a penalty of -2, AG and CO skills 
` ` suffer a penalty of -3, and IN skills suffer a penalty of -4. 
€  Skill-Specializations (optional): You can spend Improvement 
Points to buy one or more specializations for a specific skill. The 
? IP cost calculation is equal to the IP costs calculation of the 
px respective skill. Thus, specialization 1, 2, 3 have the same IP 
cost as improving the skill from O to 1, 2 or 3 respectively. 

> There is a maximum of 3 specializations per skill, a 

maximum of 3 levels per specialization, and a maximum of 
б 5 specialization levels altogether. 

Function: You will gain a bonus equal to the specialization 
on any skill check of the specialized skill, if the task matches 
the specialization. Any other check on that skill (except for 
other specializations of the skill) suffers a penalty equal to 

` all specialization levels of that skill. 
Specializations add to the actual skill level for any skill 
М requirements but will also limit the applicable tasks or 
` Perks to the topic of the specialization! 
Э Example: John’s character has a Small Guns skill of З and 
a Small Guns Specialization on Pistols of 2 and another one 
E on SMGs of 3. When firing a Pistol he has a skill level of 5, 
AP. when firing an SMG he has one of 6 and when firing a Rifle 
- his skill level drops to -2! But, the aforementioned lack of 
training penalty does not apply! He still knows how to utilize 
a gun! 
Improving some skills is more difficult than others. Every skill 
has a. modifier noted on the character sheet factored into the 
- calculation of its Improvement Point cost when improving it. 
- "Career Skills have these multipliers reduced by 0.3! 
iat “> Thus, the IP cost calculation becomes: 
e ^ Current Score x 10 x Multiplier = Improvement Point Cost 
у 1 Y (There is one exception: Activating a skill, meaning the fist 
ха or sie’ skill point, always simply costs you 10 Improvement Points!) 


€ Functions of new skills: ar & 
Э Big Guns: equals the Heavy Weapons skill. 
3 Brawl: covers all hand-to-hand attacks of humans and 
humanoids, ‘аз. well as ‘all other natural weapons of all 
creatures! 


3 Pilot: covers all airborne vehicles. 

> Primitive Missile Weapons: covers bow-, crossbow- and 
sling-like, and similar weapons. 

Э Ride: covers the controlling of riding animals ог moli 

Э Wastewise: is equivalent to Streetwise, but is related to 
the Wasteland. 

Э Doctor: when using Healing Chems to help another 


character, you can chose to make a Doctor check against 
Difficulty 20 to improve the effect of the Chem. Any marked 
positive effect of the Chem, is improved by 1.5 and any 
marked negative effects are negated. When rolling a critical 
success you can also avoid the side affects of all Healing 
Chems if they have side effects. A Fumble however negates 
all the positive effects of the Chem! 

In addition you can diagnose the Rad level of a person with 
a Doctor check against Difficulty 20 like you can with a Basic 
Geiger Counter: none (0 - 50 Rads), Low (51 - 200 Rads), 
Elevated (201 - 500 Rads), Dangerous (501+ Rads). 

(> see Radiation rules!) 

Э Energy Weapons: covers all Laser-, Plasma- or similar 

weapons, except those that are utilized via Strength rather 

than Perception, and which are thus defined as Big Guns. 

Small Guns: covers all Pistols, SMGs, Shotguns and Rifles. 

Traps: covers the setting, but also the detecting of traps, as 

well as utilizing explosives and mines. 

Э Throwing: covers everything thrown, including grenades, 
boomerangs.or throwing knives! 

& The Martial Arts damage bonus is halved! (optional) 

@ Checks on skills marked with ап „Е“ on the character sheet 
which are not purely mental, suffer a penalty equal to the Total 
Encumbrance value of the character. 

(> see Combat Rules > Armor) 


> 
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6) Merits (optional), Flaws (optional) and Traits: 


& Merits and Flaws can be designed freely on character creation 
in consultation with the GM and have to stay realistic and 
explainable. They will cost or grant you 1 to 3 Bonus Points. 

© The number of Bonus Points a Merit or Flaw cost or grant is up 
to the GM and obviously depends on the power of its 
advantage or disadvantage! 

@ Traits are completely race dependent and do not cost or grant 
Bonus Points. Also they can include both, bonuses & penalties! 


7) Experience Points and Perks: 


© Perks can be bought with Experience Points (XP) ( see Perk 
descriptions in Perk list appendix). 

© Perks have: Requirements, Costs, Ranks and Effect. Many Perks 
also might require a teacher at the discretion of the GM! 

& XP requirements of Perks mean, that the character needs to 
have accumulated an XP Total of at least this value to qualify 
for a Perk. This means to reflect the level system of the Fallout 
games, which influenced your choice of Perks significantly. 

@ You can find a list of Perks in the appendix. 

© You gain Experience Points in addition to the normal 
Improvement Points earned skill-bound for cool actions, 
Fumbles and critical successes. 


One Experience Point (XP) can be converted to 10 
Improvement Points (IP) or vice versa, or it can be used 
differently, like for buying Perks. 


AP 


'Combat Rules Modifications and Additions 


Action Points 8 V.A.T.S. (Vault-Tec Assisted Targeting System): 


© V.AT.S. is a high-tech sensor and display system, which offers 
special combat bonuses (> see Item Details > Special 


Equipment). But utilizing it requires a lot of training reflected by ` 


a Perk! Action Points, though, are independent of the V.A.T.S.! 
@, Every creature has Action Points (AP) equal to: 


(PE+IN+AG+CO)+3 + Combat Sense 
+ other bonuses (i.e. from Perks/Merits/etc.) 


@ Your AP replenish once after every „Encounter“ and can be 
used in combat to perform additional actions (3 see below!). 

@ AP can be used only once per combat round to perform an 
additional action in combat or to support another combat 
action, or to raise your InitiativeYou can raise your Initiative 
only at the beginning of a combat round but also in reaction to 
the Initiative scores of the other combatants and their AP spent 
on Initiative, which can lead to an „Initiative poker". The AP 
costs for additional actions differ, depending on the type of 
action (3 for details on AP costs per type of action see Rules 
Summary sheet!). Any action without pre-determined AP costs 
simply has an AP cost of 4 or AP costs assigned by the GM, but 
actions taking a full round cannot be performed with AP! 

& If you deem the AP pool too low for your idea of action, simply 
reduce the AP cost of all actions by 1 or 2 to a minimum of 1. 


General Combat Rule Changes and Extensions: 


@ Initiative = 2W10 + AG + PE + (spent AP) (+ ¥ Combat Sense) 
(rolled at the beginning of every combat round) 

Ф Hit Rolls, Actions & Modifiers: 
> Refined Rules for thrown weapons: 

All thrown weapons have a range of Strength times a 
range modifier. This modifier varies from weapon to 
weapon and is noted in the weapon’s entry. When 
throwing, Extreme range can only be reached with a 
run-up of at least 5 meters! 

Grenades and other thrown or launched objects: 

When thrown, objects and grenades have a range of: 
ST x (5m — 1m for every full kg of the thrown object) 
When launched use the launching weapon's range. But 


in both cases use the grenade pattern (see Combat | 


Tables summary sheet) if the target is missed! First, roll 
1d10 for direction and then 1d10 meters of distance to 
the intended target (or 2d10m for directions 1 and 10 
(see pattern)). On a Fumble use the table as usual. 

Note that self-propelled projectiles like missiles do not 
follow these rules, but follow the standard ranged 
attack rules instead. In case of explosives the GM has to 
determine what happens exactly on a miss, depending 
on the given situation! 

% Throwing Knives, Spears, Boomerangs and similar 
weapons, much like self-propelled missiles, basically 
follow the same rules that normal ranged weapons do, 
except for the aforementioned range rules. On a miss, 
they just miss, but since they can be picked up and 
thrown back or be utilized a different way, you can still 
use the grenade pattern as described above to 
determine where the weapon landed, if necessary. 
Weapons utilized with the Throwing skill add ST-based 
bonus damage, like other close combat weapons do! 
Also all melee weapons without the feature to be 
thrown as well, can still be thrown, at the discretion of 
the GM, but such improvised throwing weapons usually 
have a range of ST x 2m and always suffer a -5 penalty 
to their hit roll! 


> Aiming at the Head Hit Location with a ranged attack 
suffers different penalties than normal! At Point Bc 
range you'll suffer the normal -4 penalty when aiming at 
the Head. However, at Close range the penalty rises to -8, 
and at Medium range or more the penalty even rises to -10! 
(3 also see Combat Tables summary sheet) 

3 Moving Target penalties will be a factor at significantly 
lower target AG scores than before. But they only apply if 
the target has moved at least 3m during his or her last turn. 
But now, you can also use the Dodge action to apply similar 
penalties to any attack against you, even without moving 
from place to place. (3 for both penalties see ms 
Tables summary sheet!) | 

> The cumulative Multiple Action penalty now Aes ali 

actions! Basically this serves simplification and: "t е. 
balancing of the new Action Point rules, but ‘also, | 
simultaneous actions influence each other and do normally 
not become more difficult in a gradual fashion. Thus, the 
more you do at the same time the higher the penalty 
should be on all actions: 

(> 2 actions: -3 on both, 3 act.: -6 on all three and so on!)! 

Э Actions that take one or тоге full rounds, do not allów 
movement, multiple actions, or additional actions via AP! 

€ Critical Hits and Fumbles: 

Э If you roll a 10 when doing a Hit Roll you don't only have a 
critical success (3 see Core Rules p.105), but also score a 
critical hit, adding the result of your second d10 roll to raise 
the hit roll result to the damage of the attack! (optional) 


> If you roll a 1 when doing a Hit Roll you always roll on the. > 


Fumble table! Do not ignore the table when shooting with 
automatic weapons like described in. the Core Rules. 
Weapon Jam is now part of the table and every weapon can 
jam! | 

Melee weapons cannot jam obviously, but апу lind of 
technical. component will fail on a jam and’ has to be 
restored to function following the same rules, as with a 
Weapon Jam! If there is no technical component; it. still 
loses 1 condition! 

(9 see Combat Tables summary sheet.) 


‘® Damage and Damage Types 


Э Damage penalties to Stats, were simplified since the 
Cyberpunk Core System made combat very complicated by 
penalizing Stats and derived statistics when you were 
injured. This is now simply summed up to a general penalty 
depending on wound level (3 see Character Sheet). The 
penalty affects all checks, including Stat & Skill checks, Hit 
Rolls and Initiative, but not Saves! The Action Point penalty 
affects your base AP and current AP in combat. Note that, 
when reducing your AP pool in combat, the penalties are a 
cumulative -2! The penalties by wound level are already 
summed up and affect your base AP! ; 

> Most ranged weapon damage will be determined 
differently. Bullets ог ammunition of any kind Will 
represent the random part of a weapon's damage (2 Хах; 
see Equip > Ammunition). All weapons will also add a fixed 
value to their ammo's random damage (+X), which varies 
because of quality and basic construction of a weapon. 
Explosives, however, only have “ammo damage" which 
Comes in different formats! N: 
Close combat weapons have a Similar damage епі, but 


skill. 


also add bonus damage from a high ST Stat or Martial Arts 
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The destruction of limbs is handled differently. Because of 
the increased weapon damage i in'comparison to the original 
Cybérpunk system, the limbs and the torso will ‘be 
destroyed when taking more.than 10 damage in a single 
blow instead of 8. Damage to the Head Hit Location will not 
be doubled! But the head will be still destroyed when 
taking more than 8 points of damage in a.single blow. A 
destroyed limb is simply unusable, but when a limb is 
destroyed or severed make a Death Save -0 from shock as 
normal. Destroying the torso or the head means immediate 
death, of course. 

Also any Hit Location will become “Crippled” (unusable) 
when it takes more than half of the damage in a single blow 
that it takes to destroy or sever them. A crippled Hit 
Location triggers a Stun Save -0 for the limbs and -4 for the 
head or torso instead of a Death save. A crippled limb is 
unusable as if destroyed, a crippled torso reduces ST, EN & 
AG to 1, a crippled head reduces PE, IN, CH, & CO to 1! 
Healing a crippled Hit Location is a painful and long process. 
It always requires someone to make a Doctor check which 
Difficulty depends on whether the injury is treated 
immediately ог: afterwards. The Difficulty to treat crippled 
body parts is 20 as long as the patient is not yet fully healed 
again. The healing process for the crippling begins after a 
successful check. If left untreated the crippled body part 
heals the wrong way and stays crippled indefinitely! To 
remove the crippling now is very difficult (Doctor, check vs. 
Difficulty 25) and requires a minimum MedTech skill level of 
6! Also this is not possible for the head without a high tech 
lab that allows brain surgery! 4 


і ‘No matter how much damage a person has taken, it will 


always take 4 weeks for a crippled* body part to heal 

properly. There are several Chems {па вап help with this 

immensely! Hydra restores a crippled body part within 5 

hours and without any check and even allows to restore a 

destroyed limb to crippled condition within the same time, 

if the injury is no older than 24 hours or if the limb-was well 

enough preserved! A Stimpak doubles the healing rate for 

24 hours, a Super Stimpak triples it for 24 hours, and an 

Ultra Stimpak quadruples it for 24 hours! 

»Always-One-Damage“-Rule (optional) 

(> also see Armor SP and Resistance Layering): 

Ж Soft Armor cannot reduce damage to less than 1! In 
regard to SP-dmg this does not count as penetration! 

% BTM can reduce damage to 0 but only for creatures 
with a Body Type of „superhuman“! 

ж Hard armor can always reduce damage to 0! 

Refined rules for Area Attacks, Shotguns and Explosives: 


Area Attacks affect the whole body rather than single body. 


parts, and the Cyberpunk Core Rules miss rules covering 
armor and area of effect weapons. This is why there is now 
the additional Average Stopping Power value ( see Armor 
Rules further below), which stops damage from any attack 
affecting the whole body. Also some area weapons had 
very unspecific rules which will be refined here: 
= There are different weapons dealing damage by 
spraying their ammunition at the target in a cone 
shaped'pattern, but’shotguns shooting buck shot ammo 
are the most popular example and thus, this area attack 
is called a Shotgun Pattern. In most cases it affects 
targets like an area attack and the damage is reduced 
by the Average Stopping Power of the armor worn (> 
see Armor Rules). 
In general, all Shotgun Pattern attacks will not deal 
damage at Extreme range, because their ammunition is 
spread too.thin, and the attack only affects a single and 
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a single Hit Location at Point Blank range! At Close, 
Medium and Long range the attack affects an area of a: 
width of 1 meter, 2 meters and 3 meters respectively. | 
In most cases either the ammunition or the weapon: 
entries give you specific rules for reduced damage in 
these areas. Buck Shot ammunition, for example, deals 

448 + X damage, while the random portion of the 

damage comes from the ammo and the fixed portion 

depends on the weapon, but is given per die! At Point 
Blank and Close range Buck Shot ammo deals full 

damage, at Medium range the damage is reduced by 

one die including bonus damage per die and at Long 

range it is reduced by another die including bonus 

damage! (2 see Equip » Ammunition or Small Guns). 

Other weapons might have different damage reduction 

rules or won't deal normal damage at all. 

Another addition to shotgun-like weapons' rules is a 

refined miss chance: Shotgun Patterns are shot at one 

target like normal ranged attacks are, but if you miss, 

there is still a chance of hitting the target (or targets for 

that matter). Since you actually do an area attack as 

long as the target is not within Point Blank range, you 

basically just spray in a certain direction, but if your Hit | 
Roll fails by a number higher than the width of the 

pattern at the range to the intended target, you miss 

the target completely! But, since there is still an area 

covered with pellets or plasma or whatever ammo you 

shoot, it is up to the GM to decide who or what you 

might hit instead! If you do miss, but the target is still 

covered by the area of the pattern it can apply the 

Dodge action to avoid the damage! 

Example: When shooting a SHG at Medium range you'll 

still hit the intended target with a Hit Roll result of 18, 

because 20 is the Hit Number at Medium range. If the 

target had declared a Dodge action just before your 
attack, it can move out of your covered area, though, 

which it couldn't if you had actually hit it with a result of 
20 or more! With a result of 17 or less though, you'll 

miss the target, but your area attack might still do 

damage to someone or something else...! 

Explosions have a certain effect radius depending on 

the exploding substance. If not noted otherwise, they 

deal full explosion damage within their core radius. Up 

to a radius of 1.5 times the core radius an explosion still 

deals half of its damage and up to twice its core radius 

it deals one fourth of its damage, both before any other 

modifiers, armor or resistances. Energy damage, like 

fire damage or electricity damage, however, is not 

reduced this way! 

Damage from explosives will be reduced normally by 

the Average SP value of your armor, like with all area 

attacks, but explosions are also able to cripple you. If 
you are fully affected by an explosion, meaning you 

have no cover or any other environmental circumstance 

reduces the explosion's effect before it hits you, roll 

once for an affected Hit Location for every 11 damage 

you take from the explosive's normal blast damage (not 

any other kind of damage!). Then make a Death Save -0 

for each location rolled. Hit Locations can be affected 

multiple times when doing this! If the Death Save fails 

the Hit Location is destroyed with all consequences, 

including another Death Save from shock (see limb loss 

above). If the explosion induced Death Save succeeds 

the. location is just crippled, again with all 

consequences! A Dodge action reduces this effect by 

one step respectively (see below)! 


You can always use the Dodge Action to avoid area 
damage! If you declare one of your actions to be a 
Dodge Action you can move up to your Agility in meters 
to get out of an area attack or behind cover, as soon as 
it would affect you, until your next turn! This additional 
movement is independent of your normal Run speed 
and can only be used once per round! It can also only 
be used if an area attack actually occurs! It cannot be 
used to gain additional movement. 

Attacks with an instantaneous effect that target you 
specifically, like attacks with shotguns or plasma 
weapons, cannot be avoided this way, but unspecific 
area attacks, like the random spray of a shotgun that 
just missed you by an inch or a flamer attack, or 
delayed area attacks even if targeted at you, like a 
grenade rolling up to your feet, can! 

Also the Dodge Action reduces the crippling effects of a 
regular explosion by one step, even if you didn’t 
manage to jump behind cover or out of the explosion 
radius! This means even if you are fully affected, like 
described above, a Hit Location can only be crippled (if 
the Death Save fails) or not affected at all (if the Death 
Save succeeds). 

Actions or circumstances that don’t allow movement, 
like Aiming, also do not allow to declare a Dodge action! 


Э Energy damage and special damage types: 
ж Non-Lethal: damage: Basically all damage that is not 


non-lethal is considered lethal damage, no matter from 
what source, or what energy type the damage might be. 
Mainly Brawl, Martial-Arts and Melee attacks deal non- 
lethal: damage. Using Brawl without weapons to attack 
an enemy always deals non-lethal damage. Martial-Arts, 
however, can deal both damage types as desired, even 
without Weapons, „and also attacks with blunt close 
combat weapons: can deal non-lethal damage. Piercing 
or bladed close combat weapons cannot deal non-lethal” 
damage per se, but most weapons, even most guns, 
allow to use the weapon's hilt or handle or some other 
part of the weapon as an Improvised Brawl Weapon (3 
see Equip » Close Combat Weapons) to deal non-lethal 
damage! If both damage types, lethal and non-lethal, 
are available.to an attacker, he may decide what 
damage to deal before any single attack! 

Non-Lethal Damage behaves like lethal damage, but 
heals within hours instead of days and does not require 
any check to support the healing process (3 see Core 
Rules, p.117). In addition it cannot destroy a body part 
like lethal damage can, except when it becomes lethal 
damage after exceeding the health bar (see below). It 
can very well cripple a body part though! Obviously, it 
can also not kill a creature and thus, does not trigger 
Death Saves! 

Non-lethal damage becomes lethal as soon as it 
exceeds the health bar! Every exceeding non-lethal 
damage taken will convert an already taken non-lethal 
damage into a lethal one (see marking non-lethal 
damage below!). 

In regard to damage penalties and triggered Stun Saves 


' lethal and non-lethal damage add! This means that поп- 


lethal damage is "attached". after a character's lethal 
damage. The easiest way to: note both damage types is 
to mark lethal damage with: an "X" and non-lethal 
damage witha "/". Like this; you can easily convert а 
‚ marked non-lethal damage into a lethal one. Thus, if 
| you have both damage types already and take a lethal 


Yos damage, 'simply make the first non-lethal damage lethal 


; -by crossing it and add it at the end of the queue again. 


Also, if you have enough non-lethal damage to fill your. 
whole health bar and take:another non-lethal damage, 
simply make the first non-lethal damage lethal the 
same way since you now take lethal damage instead!" 
And this way, someone can also beat you to death! 

Electricity: Unless noted otherwise, electricity damage: 


always affects the whole body and is therefore reduced. EA 


by the Average SP value of one's worn armor. Armor. ү 
won't help you much against electricity damage though, 
because it is able to "find its way" through it! Any form 
of armor only protects with half of its SP against 
electricity damage. Natural Armor and BTM are even 
completely ineffective! 

Targeted ranged attacks that mainly or exclusively deal 
electricity damage have their Accuracy increased by 3 
(> also see respective weapon entries), if the target is 
made of metal or, if it wears metal armor on the torso 
or on at least 3 extremities (limbs and head)! 

All electronic devices and machines (robots, computers, 
automatic cannons, most vehicles, etc.) have all 
electricity damage doubled, which penetrates armor 
and resistances! In addition, every time they take 
electricity damage, they also have to succeed on an 
additional Stun Save minus the damage they have taken 
to avoid shutting down! Robots and similar "creatures" 
can repeat the Stun Save as normal until they have 
rebooted as soon as the Save succeeds, but the penalty 
to this Save is reduced by one every successive round. 
The aforementioned rule also applies to Power Armor 
(> also see Equip » Armor)! The wearer does not take 
double damage and so doesn't the armor, but the 
armor has to succeed on the same Stun Save described 
above to avoid an emergency shutdown and a reboot. 
While rebooting, the wearer of the armor suffers the 
same penalties as if he did not have the Power Armor 
Training Perk. Also any modifiers from turned off 
electronic headwear features might apply! 

Fire: Most armor types protect from fire without 
modifications. Soft Armor protects with its full SP value 
but it takes two SP damage per penetrating attack that 
includes fire damage! Natural Armor, however, only 
protects with half its SP from fire damage! 

Metal armors are good heat conductors and also 
protect with only half their SP against fire damage! 
However, fire cannot damage a metal armor! 

A normal fire deals 2d10 points of fire damage as long 
as it burns unhindered and hasn't burned up its „fuel“. 
An expiring fire deals decreasing damage over 3 rounds. 
In the first round it deals its full 2910 points of damage., 
In the second round the damage is reduced to 1d10 and 
then again to 1d6 in the third and last round. 

If you are surrounded by fire you'll have to succeed on a 
Dodge check against Difficulty 20 to avoid catching fire 
every round! As soon as you have caught fire, you'll 
take 2d10 damage every round as long,as you stay 
within the burning area or take damage according to 
the expiring fire rules described above, as soon as you 
get out of the burning area. In any case it will take one 
full round to extinguish the fire if you are burning! 

Acid: Armor protects normally from corrosive liquids 
and gases. Natural Armor is the only exception and 
protects only with half its SP against acid damage. BTM 
also works normally against acids. 

Acids have the ability, however, to damage most ; 
materials severely and thus deal.2 SP damage per 
penetrating attack to all types of armor! 


* 


@ 
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ж Poison: Venom attacks normally only affect a creature if 
the SP of the creature's armor was penetrated and the 
toxin can be injected into or applied to the body. 
Poisonous gases can be partly or completely neutralized 
by Air Filters (3 see Equip » Headwear). Natural Armor 
protects with its full SP from the injection of toxins but 
will not protect you at all from contact poisons! 

Toxins applied to a weapon will be applied as soon as 
you hit a creature. No matter whether it can take effect 
or not, the dose will be used up! 

Damage or effect of a toxin takes shape in many 
different forms and after very different timeframes. 
There are no specific rules for all toxic substances, but 
in most cases they either simply deal damage or include 
any kind of Check or Save. Poison Resistance (3 see 
Resistances below) either reduces damage or adds a 
bonus to any roll caused by a toxin! 

ж Radiation Damage: (> see Radiation rules above) 

ж Continuous Damage and Effects: As long as a character 

is affected by a continuous effect that deals damage, he 
will suffer a general -5 penalty to all actions, if his armor 
and/or resistances is not equal or does not exceed the 
maximum damage of the effect, even if he does not 
take actual damage! Pain, distraction and fear are the 
most prominent factors causing this penalty. Thus only 
a character, who feels completely protected or is simply 
pain- and fearless, like robots, won't suffer from it. 
The first time it affects a creature, continuous damage 
takes effect immediately, but in every following combat 
round it will take effect at the end of the round after all 
combatants' turns! As a general rule, any continuous 
effect that affects a creature every round, takes effect 
after all combatants' turns! 

* Suffocation: An untrained person can hold their breath 
for EN times 3 rounds (or 10 seconds). When put under 
stress or when performing a physically demanding 
action this time is reduced by half. In combat, simply 
count every such round twice. Thereafter you start 
suffocating! Make a Stun Save every round with a 
cumulative penalty of -1. Starting in the sixth round 
make an additional Death Save every round, also with a 
cumulative -1 penalty, until you can either draw breath 
or you die! 

New Rules for Death and Stun Saves: 

see Character » Character Stats! 

Armor: | 

The following rules were written while having in mind, that 
armor in the Fallout setting cannot simply be reduced to single 
armor items. When you live in a world, where you can't just 
walk into the next military shop to buy another Kevlar shirt and, 
where resources are scarce, you cannot afford to waste good 
material. Just because something just shredded the left arm of 
your Combat Armor you won't throw the rest away. You'll 
replace it with some other part of any other armor and go on! 
Because of this, many rules for handling armor in combat are 
much more refined, including new rules for area damage or 
armor Rad Resistance, for example. Also many differences to 
the original Cyberpunk armor rules exist to balance the 
relations between damage and armor better. .Cyberpunk is 
often called Armorpunk after all. Also in the Fallout setting 
some weapon types are more prominent than in the Cyberpunk 
setting and a little bit of diversion adds a lot of spice to combat 
in the Wastes! 


Э Armors are classified as Hard and Soft Armors as normal, 

but unlike in the original Cyberpunk rules you can only wear 
two layers of armor of which only one can be Hard armor! 
Hard Armor can only be worn over Soft Armor or Natural 
Armor, not the other way around or exclusively. Clothes 
with an SP value of 0 do not count as an armor layer, but 
they can be worn to buffer Hard armor as long as they are 
at least as thick as a bathrobe or a heavy sweater! But 
layering rules will always apply, as soon as a piece of armor 
has an SP of at least 1! 
Armors now have new Encumbrance Values, which affects a 
lot more statistics now, and layering armor does not 
increase the EV any further. Because armors can be 
patchworked from many different armor parts with 
different SP and EV values there are new average values for 
these as well! If a creatures SP are from one type of armor 
only the Average SP value follows all rules of the respective 
type. If it consists of Soft and Hard armor the Average SP 
follow the most advantageous rules for the defender for 
each damage type he takes each time respectively! 

Э Soft Armor protects only with half its SP against normal 

close combat attacks, as well as arrows! 
Natural Armor represents the natural resilience of the skin 
of many Wasteland creatures and can be Hard or Soft 
armor. The aforementioned layering rules for armor are not 
applied to Natural Armor, so it is always cumulative! It can 
also not be damaged like normal armor can, but as part of 
the body of a creature, it cannot protect completely from 
all damage types. While kinetic damage is handled normally 
when it comes to Natural Armor, other types like fire or 
electricity damage won't be affected by it as effectively! (3 
see respective Damage Types above) 

Э Attacks that deal different types of damage will be 
affected by armor separately for each damage type! But SP 
damage to armor will only occur once per attack and 
therefore only apply the highest SP damage of all damage 
types dealt! 

2 Always only apply SP damage to armors to the Hit Location 
that was hit, unless affected by area damage. Area damage 
always affects the SP values of all Hit Locations of all armors 
it penetrates! 

Э Area damage and the option to patchwork parts of armors 
to a single item made average values for certain armor 


statistics necessary! These аге specifically: Average 
Stopping Power, Armor Resistance and Armor 
Encumbrance. 


The formula for the Average SP, Armor Resistance und 
Armor Encumbrance scores is: 


(Head + 3xTorso + LArm + RArm + 2xLLeg + 2xRLeg) + 10 
(round normally!) 


Э The Encumbrance Value of all worn armor items 

cumulates at ever Hit Location separately. After that, 
calculate the armor’s average Armor Encumbrance as 
described above. To calculate the Total EncumbranceMalue 
add all other item’s (mainly your weapons’) EVs to your 
Armor Encumbrance! 
The Total EV score not only affects many statistics directly, 
but also affects skill checks. Apply the Total EV as a penalty 
to all Skill checks of Skills marked with an “E“ on your 
character sheet, unless the action is purely mental! 

Э When your Total Encumbrance Value exceeds your 
Strength score you are overencumbered and suffer 
different penalties: You cannot use Action Points and you'll 
suffer a penalty to all Hit Rolls equal to your Total EV. Also 
you cannot take any action or use any skill that requires 
elaborate movement and all EN based checks suffer a 
penalty of twice your Total EV. 

> The "Proportional Armor“-rule is dropped. 


© Resistances: 


> 


> 


> 
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Resistances normally affect the whole body and work like 
armor SP against a specific damage type, or, in case of 
Poison Resistance, also grant a bonus to any check against 
the effects of toxins, Chems and even pathogens of any 
kind. 

Race bonuses, like Natural Armor, always stack with 
Resistances granted from equipment. 

Resistances from armor can protect a single Hit Location 
exactly like Stopping Power does, but most attacks that 
deal energy or acid damage are area attacks affecting the 
whole body. Thus the average Armor Resistance value 
described above! 

Resistances from armor and Stopping Power generally 
stack their protective capabilities! 

For more information on Radiation Resistance see the new 
Radiation rules. 


Cover. 


Cover offers SP against attacks as Armor does. Common 
Covers and their normal SP values are given on the Combat 
Table Summary Sheet in the Appendix. 

Cover also offers Radiation Resistance. Usually this is equal 


of the GM! 


© Armor SP and Resistance Layering: 
> When calculating damage for a character and his armor 


add up all applicable SP and Resistance values and subtract 
this value from the damage dealt by an attack, but, if 
relevant follow the following guideline: 


Equipment is applied before bodily protection and 
Resistances are applied before Stopping Power! 


Also most of the time armor layers have to be regarded | 
when it comes to SP damage and the Always-One-Damage 
rule, but factoring all kinds of layers of protege 


That’s why the Always-One-Damage rule i 
If you like complicated, use these kule 
thorough, but, if you like it si 
One-Damage rule and calcu 
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_ RANDOM ITEM GENERATION 


1) Determine Item Category 


General Equipment: d100 9100 The following tables are meant for the GM 
Э Caps (random amount or GM’s choice) 1-40 1-20 ony eves E: M x ету ee 
oot in the wasteland. Be it a crate, an o 
‚л ышын ез locker or a random МРС, with these tables you 
z Consumables 46—80 26—60 can put loot into all of these an easy way. Just 
> Other Equipment 81-100 61-70 го! as many times as you like. Also these 
Weapons: d100 tables give you the general Availability and 
Э Ammunition 1-50 Hil 78 prices of all items as a quick reference. 
> Melee, Brawl and Martial Arts Weapons 51-70 74-77 The numbers in this loot generator are 
> Small Guns 71-80 78-79 not set to represent the average distribution 
> Big Guns 81-82 80 of certain items in the wastes. Therefore 
> Energy Weapons 83—84 81 you'll also need to make a confirmation roll 
3 espe "TEE Weapons 35—97 EON dependent on the Availability of the item 
(Excellent | Common | Poor | Rare). If the 
Э Thrown Explosives, Traps & Launchers 98 — 100 85 Availability check fails, you may decide that a 
Armor: d100 broken one or parts of the rolled item are 
> Clothes 1-50 86 — 89 found instead. But of course you are free to 
> Leather Armor 51—70 90—92 change any outcome as you see fit. And, of 
> Metal Armor 71-75 93 — 94 course, т can change the whole process as 
5 you see fit. 
> composite Armor 10 т Some tables are divided into two 
m UC 78 96 sections with two randomization columns so 
> Environmental Protection 76 - 80 97 you can chose to either limit the outcome to 
> Headwear 81-100 98-100 one category or to roll on both tables! 
^ vs 
2). Determine Item Se Е 
сее Stimulants 
> Randomly looted Chems are always of Low Quality or in 
Bad Condition, except maybe for well stored pre-War doses! e After Burner Gum 140G 1-4 36-38 В 
@ Low Quality: 4910 rads, side-effects, higher addiction ch. * Buffout 60@ 5-8 39-40 P 
® High Quality: no radiation, no side-effects, lower * Turbo 50@ 9-12 41-43 P 
addiction chance, possibly a higher price! * Datura Hide 50@ 13-15 44-45 C 
+> The given prices include the price for an empty container * Med-X 350 16-19 46-48 C 
+ like an Inhaler or a Syringe, which is usually about 5 @! • Psycho 50@ 20-23 49-50 P 
> There аге two randomization columns. Either choose one * Slasher 500 24-27 51-53 P 
type of Chems and roll in their respective column or simply * Steady 80@ 28-31 54-55 P 
roll in the general column for all Chems. • Jet 80@ 32-35 56-58 P 
* Ultrajet 180@ 36-38 59-60 К 
] e Rad-X 40@ 39-42 61-63 С 
кашта gnenn e Rocket 1200 43-46 64-65 R 
Cost 9100 4100 Av." e Rebound 160@ 47-50 66-68 R 
e Stimpak зоа 1-7 i= 3} C e Mutie 100@ 51-54 69-70 К 
e Super Stimpak 1400 8-14 4-5 В e Nightstalker Squeezins 60@ 55-58 71-73 В 
e Ultra Stimpak 160@ 15-21 6-8 R e Cateye 40@ 59-62 74-75 P 
e Hypo 200@ 22-29 9-10 R ® Ghost Sight 60@ 63-65 76-78 P 
e Trauma Pack 200@ 30-36 11-13 В ® Coyote Tobacco 6@ 66-69 79-80 E 
e Thin Red Paste 20@ 37-43 14-15 C e Cigarette / Cigar ea 70-73 81-83 E 
e Thick Red Paste 50@ 44-50 16-18 P ® Smooch 20@ 74-77 84-85 P 
• Healing Poultice 15@ 51-57 19-20 C * Voodoo 160@ 78-81 86-88 В 
e Healing Powder 25@ 58-64 21-23 C • Mentats 30@ 82-85 89-90 C 
• Hydra 200@ 65-71 24-25 В • Berry Mentats 50@ 86-88 91-93 P 
• RadAway 40@ 72-79 26-28 C ^" ® Orange Mentats 70@ 89-92 94-95 Р 
e Antivenom 500 80-86 29-30 C * Grape Mentats 50@ 93-96 96-98 P 
e Fiery Purgative 10@ 87-93 31-33 C ° i 80@ 97-100 99-100 P 
ШЕКЕ 500 94-100 34-35 C * roll 1910 to confirm random generation: 


E: 1+ | C: 5+ | P: 8+ | В: 10 
(3 if not confirmed, it might be an empty container (GM's decision)) 


Consumables: 
> Randomly looted Consumables are always Dirty if • Cave fungus 250 23 47 P 
applicable, except for sealed & well stored pre-War stuff! e Cheezy Poofs (54) 50 24-25 48 C 
єз ША SSE EEE See : : • Cookie (100) 50 26 49 P 
@ Purified: no radiation and possibly a higher price! à ЕЕ 40 27-28 50 E 
> The given prices cover a single item or Fan appropriate e Cram 60 29 51 P 
amount in kg or liters (0.3. | 0.5 | 1.0 kg or liter) and include - ЕР 20 30 52 E 
the price for an appropriate empty container like a bottle or • Fancy Lads Snack Cakes 8@ 31-32 53 E 
а waterskin, which can be 5@ or more, if it is a glass bottle • Fresh orange 150 33 54 R 
or if. it is from any other valuable material! e Fresh apple 15@ 34-35 55 R 
2 There are two randomization columns. Either choose Foods V'Eresh banana 15@ 36 56 R 
or Beverages and го!’ in their respective column or simply + • Fresh pumpkin 15@ 37-38 57 В 
roll in the general column for all Consumables. о ететт т 60 39 58 C 
пт | e Barrel cactus fruit 50 40-41 59 С E 
Beverages e Crunchy mutfruit 50 42 60 Е 
J Cost 0100 9100 Av? * Dandy Boy apples име 
ae he NS BUE ^ e Prickly pear fruit 3@ 44-45 62 Е 
• Absinthe 300 1-3 1 R ` e Refined punga fruit 48 46 63 P 
e Atomic Cocktail * 400 4-6 2 К КШ Wild punga fruit 3G 47-48 64 P 
. Bawls Guarana 5@ 7-10 3 R e Gecko steak 70 49 65 Е 
EE e Beer 40 11-13 4 Е. Giant rat meat 19 50-51 6 Е 
* Brahmin Milk И а C NNUS Е “i e Grilled mantis 80 52 67 С 
* Cactus Water зе 17-19 6 c & e Gum drops 20 53-54 68 E 
° Dirty water 20 20-23 7 Е e Honey mesquite pod 50 55 69 C 
• Fusion Cola 5@ 24-26 8 С ' e Human flesh 0@ 56-57 70 P 
* Gamma Gulp Беег^ 50 27-29 9 с J aka “Strange Meat" 
• Coffee, fresh 8@ 30-32 10 P Î e Strange meat pie 30 58 71 С 
• Coffee, instant 80 233-35 11 P 2. * Iguana bits 48 59 72 Е 
• Јаке Јиісе 150 36-39 12 В X e Iguana-on-a-stick 6@ 60-61 73 Е 
e Moonshine ^ 15@ 40-42 13 P . e InstaMash 50 62 74 c| 
e Nuka-Cola 6@ 43-45 14 C A 4 e Jalapeno pepper 1@ 63 - 64 75 E 
• Nuka-Cola Cherry 10@ 46-48 15 P ` . e Maize 60 65 76 С 
* Nuka-Cola Classic 10@ 49-52 16 Р ` e Meat jerky (pre-War) 150 66-67 77 P 
* Nuka-Cola Clear 10@ 53-55 17 R j= e Meat jerky (post-War) 5@ 68 78 E 
• Nuka-Cola Quantum 80@ 56-58 18 P ^! e Mirelurk cakes 80 69-70 79 С 
e Nuka-Cola Quartz 150 59-61 19 R ‚ e Mirelurk meat 49 71 80 Е 
' e Nuka-Cola Victory 15@ 62-65 20 R | e Softshell mirelurk meat 106 72 81 P 
e Purified water 50 66-68 21 С e Hatchling mirelunk meat 99 73-74 82 Е 
e Róntgen Rum^ 250 69-71 22 P ` | e Mississippi Quantum pie 1008 75 83 P 
= e Rum & Nuka^ 20G 72-74 23 P >> | e Mole rat meat 2@ 76-77 84 Е 
• Rot Gut^ (50) 15@ 75-77 24 C | e Moleratwondermeat 8@ 73 85 P 
Eu e Scotch / Whiskey ^ 300 78-81 25 R | e Mushroom Cloud 30@ 79-80 $86 R 
e Sierra Madre Martini 25@ 82-84 26 R | e Noodles Soup 5@ 81 87 E 
e Sunset Sarsaparilla 50 85-87 27 E e Nightstalker egg 250 82-83 88 R 
» Vodka^ 30@ 88-90 28 P • Pork М“ Beans 9@ 84 89 P 
• Wasteland Tequila ^ 30@ 91-94 29 P __ * Potato Crisps 6@ 85-86 90 С 
* Wine^ 250 95-97 30 р 1  * Salisbury Steak 100 87 91 C 
• Yellow Nuka-Cola 3@ 98-100 31 R °“ * Crispy squirrel bits 5@ 88 92 E 
e Squirrel stew 50 89-90 93 E f 
Food "ons e Squirrel-on-a-stick 49 91 S 
• Ant egg 40 1 ә С м F Te S NN Е 5 
: * Ant meat 49 2-3 33 Е MEUM . Wasteland omelet 100@ 95-96 97 R 
‘ope, * Antnectar we s: ШЕЕ | e White horsenettle 20 97 98 Е 
* Fire ant nectar 200 5-6 35 P Hw. Yao guai meat 120 98-99 99 (ey X 
* Ant Queen Pheromones 350 1 36 К ° ` e YumYum Deviled Eggs 50 100 100 c` Р 
• Bighorner meat 5@ 8-9 37 Е „` s * roll 1d10 to confirm random generation: 5. s * 
• Black blood sausage 7а 10 38 R (o ELI | €: 58 | P: 8+ | В: 10 
® Blood sausage 5а 11-12 39 Р {з ° (> if not confirmed, there might be an empty bottle or iier ie j 
e BlamCo Mac & Cheese 4 13 40 C j container (GM’s decision)) 3 
>) e Bloatfly meat 10 14 41 Е AAS K 
* e Box of noodles 5G 15-16 42 € di 
| e Brahmin steak 70 17 43 E * 
| e Brahmin Wellington 10@ 18-19 44 P 
Bubblegum 10 20 45 E iie 
E ee 


Buffalo g 20 21-22 46 


Other Equipment: Special Equipment 
Э. Randomly looted equipment is most likely in Bad Condition, e Air Filter Cartridge 50@ 1-3 50 Р 
maybe except Гог sealed or well stored pre-War items! (1d10+2 hours left) 
Unless you decide otherwise roll 1d4 for the Condition e Ammo Press 350@ 4-5 51 n/a 
points the item has left! e Binoculars (military) 300+@ 6-8 52 n/a 
© Bad Condition: Item loses at least one main function if • Book or Magazine" 10+@ 9-10 53-54 E 
possible until repaired! e Bug (makeshift) 1200 11-13 55-56 P 
> The given prices cover a single item of full capacity. e Bug (military grade) 500@ 14-15 57 R 
> There are two randomization columns. Either choose Basic ® Camera 20@ 16-18 58 C 
or Special Equipment and roll in the respective column or e Camera Film 1000 19-21 59 R 
simply roll in the general column for all Equipment items. e Electric Conductor 30% 22-23 60-61 К 
® Energy Transformer 350@ 24-26 62 К 
Basic Equipment е e First Aid Kit 500 27-28 63-64 C 
- ® Food Sanitizer 130@ 29-31 65 n/a 
Item Name Cost 4100 4100 Av." • Frequency Jammer 2500 32-33 66 R 
* Abraxo Cleaner / 2-100 1-3 1 E e GECK ???Q 34-36 67 n/a 
Detergent / Turpentine / А e Geiger Counter (basic) 3509 37-38 68-69 R 
Ehe Mus us OLED . os Cntr NR нч) ED ы = = Ш i 
e Geomapper Module = 
i Еу ra a * Holodisk 80@ 45-46 72 С 
pu ы UEM TTS 1200 50-51 75.76 R 
LJ - = 
" 
Ф e cepe: mm Bag, 300 9-11 5 P * Metal Detector 500@ 52-54 77 R 
etc. (+15kg) e Mine Detector 550@ 55-56 78 R 
• Bedroll 50@ 12-14 6-7 E • Mobile Radio 450@ 57-59 79 R 
e Binoculars 150@ 15-16 8 R e Motion Scanner 500@ 60-62 80 n/a 
e Ceramic Wares 3-8@ 17-19 9 Р e Pip-Boy ???@ 63-64 81-82 п/а 
e Clean Earth 20@/kg 20-22 10-11 R e Rad Scrubber 450@ 65-67 83 п/а 
e Climbing Spikes 30@ 23-24 12 P e Rad Scrubber Cartridge 50@ 68-69 84 R 
e Compass 100@ 25-27 13 P e Robot (various kinds) ???@ 70-72 85 n/a 
e Drinking Glass 5@ 28-30 14 P e Sensor Module (basic) 60@ 73-74 86-87 C 
e Duct Tape 50@ 31-32 15-16 P e Sensor Module (specific) 80€ 75-77 88 С 
e Empty Inhaler / Syringe 5@ 33-35 17 Р ® Slave Collar 0-100@ 78-79 89 n/a 
e Firewood 3G /kg 36-38 18 С e Stealth Boy 450@ 80-82 90 п/а 
® Flare Stick 300 39-41 19-20 P • Swiss Army Knife 45@ 83-85 91-92 P 
e Flashlight 80@ 42-43 21 C • Tape Recorder 2000 86-87 93 R 
e Flint and Steel 40 44-46 22 E * Specialized Tool Kit 12000 88-90 94-95 R 
e General Toolkit 80@ 47-49 23-24 P ® V.AT.S.-Module 650@ 91-92 96 
* Glass Bottle 56 50-51 25 С we. * Vintage Radio 130@ 93-95 97 P 
* Glow Stick 10@ 52-54 26 E e Water Purification Kit 100@ 96-97 98-99 E 
• Gun Powder 200 @ /kg 55-57 27 R e Water Purifier ???@ 98-100 100 n/a 
^ e Lead 1@/kg 58-59 28-29 R y Pate x go pe generation: 
\ Я : 1+ | С: 5+ | Р: 8+ | В: 
ы № : TEE — - _ - — " (> if not confirmed, it might be just broken (GM's decision)) 
• Lighter Fuel 30@ 66-68 33 E *Random Skill Book and Magazine Table: 
® Lock 50+@ 69-70 34 Р Step 1: roll 1910 — 5 for a possible IP bonus. 
e Lock Picks 700 71-73 35 C > If the result is positive, proceed to step 2. x 
e Musical Instruments 30+@ 74-76 36 C Else, it's just a novel or a home deco magazine! 4 
• Pencil/Ballpen 50@ 77-78 37-38 P Step 2: roll d100 for the skill the book or mag improves! Б 
e Petroleum Lantern 40@ 79-81 39 C 1-3: Athletics 52 - 54: Outdoorsman į 
e Plants/Seeds (various) 100+@ 82-84 40 R 4 - 6: Barter 55 - 57: Perform $ 
• Rope 50@ 85-86 41-42 E 7 - 9: Big Guns 58 - 60: Persuasion 
e Rubber Boots 55@ 87-89 43 P 10-11: Brawl 61 - 63: Pick Lock 
* Simple Toolkit 200 90-92 44-45 E E 64 - 66: Pilot 
• Sun Block 10G 93-95 46 Е sl DIO? 67 - 69: Primitive M.W. 
e Tent 100+@ 96-97 47 P 18 - 20: Dodge & Escape 70 - 71: Programming 
21 - 23: Drive 72 - 74: Repair 
• Toaster do] 98-100 48-49 R X 24 - 26: Energy Weapons 75 - 77: Ride 
< 27 - 29: First Aid 78 - 80: Science 
ч و‎ 30 - 31: Gambling 81 - 83: Small Guns Иба 
2, 32 - 34: General Knowledge 84 - 86: Ѕпеак 
35 - 37: Human Perception 87 - 89: Socialize 
ee лай 5 38 - 40: Intimidation 90 - 91: Speech 
E 41 - 43: Language 92 - 94: Swimming 
i а — 44 - 46: Larceny 95 - 97: Throwing 
: » iis > — - 4 47 - 49: Martial Arts 98 - 100: Traps 
s as be 2 p "—ÓÁ— 50-51: Melee 
— > eel Р м А 
i d M T mn , д 
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Weapons: { 


Melee, Brawl and Martial Arts Weapons 


> Randomly looted Melee Weapons always have a Condition of 4, except when modified by the modification table! 
Э Only ever apply one random modification to randomly generated weapons! Always use the last modification rolled. 


Weapon Name Cost 4100 Av.* Modifications (roll 2d10) 
e Brass Knuckles” 60@ 1-2 Е e Machete” 1500 43-44 E 2: Poison container’ 
e Steel Knuckles? 75@ 3 Е e Ch. Officer'sSword"^^^ 180@ 45-46 Р 3-4: Weighted 
e Spiked Knuckles 100@ 4-5 Е e Ch. Off. Shock Sword’ 2659 47 R 5-6: Spikes 
e Improvised Brawl W. ???@ 6 E e Katana" "^^ 2300 48 R 7-15: Ваа Condition” (con. = 193) 
e Knife” 300 7-8 E e Vertibird Sword””*™”® 175@ 49-50 Р 16-17: Barbed 
e Switchblade” 559 9-10 C e BumperSword'^^^* 1559 51-52 E 18-19: Shocker 
e Combat Knife” 1300 11 P e Shishkebab^^ 3009 53 R 20: Immolator? 
e Throwing Knife” 70@ 12-13 E e PowerFist™™® 270@ 54-55 P * roll 1d10 to confirm generation: 
e Trench Knife’”” 150@ 14-15 C e Industrial Hand ^? 2659 56 P Е 1+1 С:5+[Р:8+| В: 10 | 
e Cleaver ^^** 600 16 С e Displacer Glove 300G 57-58 R n/a: GM's choice - 
o [iced Pipe^?^5 259 17-18 E e Zap Glove 290@ 59-60 R (3 failed confirmation examples: item 
e Tire Ігоп2°5 350 19 Е e Ballistic Fist 2800 61 а 
e Baseball Bat^??5 85@ 20-21 C e Веаг Тгар Fist! ^^ 2000 62-63 P Applicable mods are indicated by the 
• Police Baton? 1200 22-23 C e Bladed Gautlet^^? 800 64-65 c Ш 
e Shock Baton? 2500 24 В e Mantis Gauntlet” 1300 66-67 P 3 
e Nail Board" 15@ 25-26 E e Punching Dagger" 1309 68 Р e`- 
• 9-Iron^? 35@ 27 Р e Death Claw Gauntlet” 240@ 69 R 
• Wrench^^? 35@ 28-29 E e Yao-GuaiGauntlet" 2409 70 R 
e Axe? ^56 130Q 30-31 C e Chainsaw'?^* 3000 71 R 
e Fire Axe ^ ^^^ 1509 32 Р e Ripper'^^* 265@ 71-74 P 
e Hatchet^^^^* 1400 33-34 E e Autoaxe'^^* 3200 75 R 
e Ваще Hatchett"? — 1800 35 С e Knife Spear ^^^* 2700 76-78 E 
e Sledgehammer” 1309 36-37 E e Thermal Lance 2659 79 R 
e Super Sledge ^^^ 2500 38-39 P Roll оп modifications table & 
e Nuka Breaker” 2008 40 R reroll. Apply rolled modification 80 - 100 
e Rebar Club” 75@ 41-42 E tonext weapon rolled, if possible: 
Ammunition 


> All randomly looted ammo has the "Homemade" modification if applicable, unless removed.by the modification table! 


2 Only ever apply one random modification to randomly generated ammo! Always use the last modification rolled. 

> Generate 1d6 rounds/charges/etc. per roll (unless noted otherwise) 

Э Random NPC's usually possess 2d6-2 rounds/charges/etc. of ammo of each weapon duy carry, when looted. 

Э Prices are given per bullet, cell or per piece, unless noted otherwise. — & 
Weapon Name Cost 4100 Av. / 
e 556mm "^^^ 60 1-3 Е e Flamer Fuel 20@/L 46-48 R e 
• 9mm ^?^^ 49 4-5 Е • Darts ^ 19 49-50 R 
e 10mm*”**° 40 6-8 Е • Railway Spikes 30 51-53 UR 
• 14mm ^^^^ 69 9-11 P • 1d6 x 5 Nails 39/5 54-55 P 
e 32 caliber” 49 12-13 E • Flare’ (12 gauge) 400 56-58 С 
• .308 caliber ^^^ 120 14-16 P • Mesmetron Power Cell 1200 59-61 n/a 
• .44 magnum "?^* 100 17-19 С e 1Mininuke 400@ 62-63 п/а 
• 50 саі./12,7тт:22*% 130 20-21 C e 1 Missile 2500 64-66 п/а 
* 12 gauge slugs ^^ 89 22-24 C • 102 40тт Grenades 409 67-69 R 
• 12 gauge buck shot ^^? 8@ 25-26 E e Arrows” 3@ 70-71 Е 
e Small Energy Celi"? 20@ 27-29 C e Crossbow Bolts” 30 72-74 С 
e Energy Cell” 300 30-32 P • Reroll two times! 75-85 | = 
e Microfusion Cell"? 450 33-34 P Roll 1910 & reroll. Apply rolled modification 86 - 100 
e Heavy Energy Cell"? 700 35-37 R to next ammo type rolled, if possible: i 5 
e Electron Charge Раск” 908 38-40 В 1-2: Industrial Quality". 7: Ceramic Flechette? 

e Fission Battery” 120@ 41-42 Е 3: Armor Piercing? 8: Uranium? 
e Fusion Battery? 1750 43-45 Е 4 - 5: Hollow Point? 9: Slot Size’ (roll 50%) 
* e! 1d10 to confirm random generation: / 6: Incendiary” 10: Battery Adapter? 
:1+ | С: 5+ | P: 8+ | В: 10 | п/а: GM’s choice (3 failed confirmation examples: drained с containers / parts or ingredients /«etc.) 
applicable mods are indicated by the numbers in зен j af 
“Removes the Homemade modification! IK 2—50 Em s att 72 2 
* х E AM = a or Ё = 
, RE _- = 
й mae t 3 
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Small Guns 


> Э Randomly looted Small Guns always have a Condition of 4, except when modified by the modification table! 
> Only ever apply one random modification to randomly generated weapons! Always use the last modification rolled. 


Weapon Name Cost d100 Av.* Modifications (roll 3d10) 
e .32 Pistol” 50@ 1-2 E e AmericanAss.Rifle'^?^9" 230@ 45-46 Е 3: Optical Scope’ 
e Chinese Pistol" 45@ 3-4 Е e Chinese Ass. Rif.^^^9?" 200@ 47-48 P 4: Electronic Sight 
e 9mm Pistol? 609 5-6 Е e Xuanlong Ass. R'??^*7 2659 49-50 R 5: Custom Grip 
e 10mm Pistol? 75Q 7-8 С e Service Rifle ^?^*" 2108 51-52 В 6: Laser Sight" 
Р • Police Revolver” 65@ 9-10 E e Marksman Carbine'^^^" 3009 53-54 P 7: Bayonet Extension? 
e Ranger Sequoia” ^ 1009 11-12 P e SniperRifle^? 320@ 55-56 E 8-9: Ammo Extension" 27: Fare) 
e Silenced S S.P." 90@ 13-15 P e Anti-Material Rifle” 3708 57-58 В 10-11: Chopped Barrel 
* e 10mmRevolver^^ 1209 16-17 C e Sawed-off Shotgun'??^* 90@ 59-60 P 12-13: Shotgun Choke” 
. mm Pistol” = e Double Barre р = -19: Bad Condition" (соп. = 193) 
14mm Pistol" 1309 18-19 P e Double Barrel Shg'^?^^* 140@ 61-62 P 14-19: Ваа Condition" 
e A4 Mag. Revolver'?^ 155@ 20-21 P e CaravanShotgun’”**** 1609 63-64 В 20-22: Flashlight®” 
„ .44 Auto Pistol? 160@ 22-23 В e HuntingShotgun"^?^?* 1559 65-67 В 23-24: Camouflage" 
e 5.56mm Pistol”? 170@ 24-25 R e Combat Shotgun 2235 230@ 68-69 В 25-26: Extended Barrel (регт.)®" 
8 
e 9 mm SMG” 145@ 26-27 P e Riot Shotgun'??^** 2708 70-71 P 27: Bipod? 
• 10 mm SMG” 175@ 28-29 P e Dart Gun” 85° 72-73 C 28: Folding Stock" 2“ Fare 
e 5.56mm : = e Railway Rifle "^" "" = : Suppressor 
5.56, SMG'? 2108 30-31 В R il y Rifl 1,2,3,4,6 1858 74-75 Р 29 S pp (all but Flare) 
e Infiltrator ^^ 350@ 32-33 В e H&H Nail Gun” 1100 76-77 P 30: 40mm Grenade 1.” 
e Hunting Rifle? ^^* 1108 234-35 E e Flare Gun 45@ 78-79 В *roll1d10 to confirm generation: 
e Lever Action Rile'??^* 1309 36-37 C TEES Е: 1+ | С: 5+ | Р: 8+ | В: 10 | 
e Brush Gun” 145@ 38-40 С Roll on modifications table & n/a: GM's choice 
e Varmint Rifle? ?^* 1650 41-42 P reroll. Apply rolled modification to 80-100 (3 failed confirmation examples: 
ащ z : ы 1,2,3,4,6 next weapon rolled, if possible: item broken, weapon parts, empty 
e Automatic Rifle"""" 170@ 43-44 P 


clip or revolver quick loader, etc.) 


Numbers indicate applicable mods! 


Big Guns Energy Weapons 
Э Randomly looted Big Guns are always іп > Randomly looted Energy Weapons are always in Bad Condition (= 1d3), 
Bad Condition (= 143), except when modified! except when modified by the modification table! 
> Only ever apply one random modification. > Only ever apply one random modification to randomly~generated 
Always use the last modification rolled. weapons! Always use the last modification rolled. 
Weapon Name Cost 4100 Av.* Weapon Name Cost d100 Av.* 
e Minigun 550Q 1-9 n/a e Laser Pistol ^" 1600 Le E 
e Shoulder Mounted MG 6508 10-18 n/a e Laser Rifle ^ ^5" 2108 8-14 С 
• Gatling Laser 700@ 19-26 n/a • TriBeam Laser Rifle ^^ ^*" 2500 15-22 R ы 
е e Sprtel-Wood 9700 GL 8508 27-35 п/а e Plasma Pistol ^^^ 2100 23-29 P ned 
e Heavy Machine Gun 4508 36-44 n/a e Plasma Defender ^^^ 2458 30-36 R ` 
* Arc Welder 400@ 45-53 п/а e Plasma Rifle ^?^»57 3100 37-43 R 
• Flamer 4508 54-61 п/а • MultiPlas Rifle! ^?^*57 3600 44-50 R "^ 
e Heavy Incinerator 550@ 62-70 n/a e Sonic Emitter ^^^" 290@ 51-57 Р 
. e Rock-It Launcher 250@ 71-79 R e Tesla Cannon? 2608 58-65 п/а _ 
Roll 2410 on modifications table e Gauss Rifle" ^^^" 3908 66-72 n/a 
& reroll. Apply rolled modification — 80-100 e Mesmetron? 2108 73-79 R 
* to next weapon rolled, if possible: Roll 3410 on modifications table & rerolL Apply rolled 28-168 хи 
2: Ammo Extension" modification to next weapon rolled, if possible: 
е 3-4: Camouflage ^" 3-4: Optical Scope! 15-18: Good Condition ®" (сопа. = 143+3) 
ё 5-6: Mount Connector" 2“ Shoulder Mounted MG) 5-6: Electronic Sight” 19-20: Flashlight" o 
7-15: Good Condition” (condition = 14343) 7-8: Custom Grip" 21-24: Camouflage" 
16-17: Flashlight" 9-10: Laser Sight 25-26: Extended Barrel (permanent) 
18-19: Laser Sight" PY ser Weapons) 11-12: Bayonet Extension? 27-28: Bipod* 
20: Custom Grip ^" 13-14: Ammo Extension" 29-30: Folding Stock" 
* roll 1910 tó confirm random generation: Е: 1+ | C: 5+ | P: 8+ | В: 10 | п/а: GM's choice T 


(3 failed confirmation examples: drained containers / parts or ingredients / etc.). Applicable mods are indicated by the numbers in every entry. 


e 
Primitive Missile Weapons. ees, - | ES 


Э Randomly looted Primitive Missile Weapons always have а Condition of 4, except when modified by the modification table! ч 
Э Only everapply one random modification to randomly generated weapons! Always use the last modification rolled. 3 


* Half Bow” 350 1-9 E Roll 2410 on modifications table & reroll Apply rolled 80 - 100 

• Long Bow” 45@ 10-18 C modification to next weapon rolled, if possible: Е 

e Pre-War Sports Bow” 95Q 19-26 P 2: Optical Scope! a 
e Light Сгоѕѕром 22567 55@ 27-35 C 3-4: Reinforced’ 

• Crossbow?” 70@ 36-44 P 5-6: Blade Extension М 

e Heavy Crossbow 2257 858 45-53 Р 7-15: Ваа Condition" ! (сопа. = 1d3) Е 

e Pre-War Sports СВ”22*557 1309 54-61 К 16-17: Barrel Quiver“ 5 
e Sling 15@ 62-70 E 18: Laser Sight = 
• Boomerang 259 71-79 Е 19: Barbed Blade? 

* roll 1910 to confirm random generation: 20: Electronic Scope’ 


E: 1+ | C: 5+ | P: 8+ | R: 10 | n/a: GM’s choice (=> failed confirmation examples: respective ammunition / broken weapon / weapon parts / etc.) е 


Applicable mods are indicated by the numbers іп every entry. 


Thrown Explosives, Trap Weapons and Launchers . 


> Randomly looted Explosives always have a Condition of 4, except when modified by the modification table! 
Э Randomly looted Launchers are always in Bad Condition (Condition = 1d3)! е 
Э Only ever apply one random modification to randomly generated weapons! Always use the last modification rolled. : 


Ww e Frag Grenade” 55Q 1-4 E • Plasma Mine 1200 52-55 R 
e Pulse Grenade 60а 5-8 R e C4 Plastic Explosive’ (0.5kg) 175@ 56-59 R 
• Plasma Grenade 852 9-11 R e Satchel Charge’ (0.5kg) 200@ 60-63 В 
e Flash Bang 60@ 12-15 C e Bottle Cap Mine’ ((d8+3)x10 BCs) 30@/108cs 64 - 67 R 
e Incendiary Grenade‘ 600 16-19 P • Powder Charge’ 65@ 68-71 Р. 
* Gas Grenade 508 20-23 С • Dynamite Time Bomb’ (1-5 sticks) 809 /stick 72-75 С — 
e Immolation Grenade’ 550 24-26 P e Fat Mine! 4508 76-78 R gn. 
є ® Fire Bomb/Molotov Cocktail 350 27-30 E e Launcher or Launcher Ammo’? (GM's choice) 79 n/a j 
| e MFC-Grenade' 308 31-34 Р Roll 1410 on mods table & reroll Apply rolled 80-100 
` 777 e Nuka Grenade’ 90G 35-38 R mod to next weapon rolled, if possible: E 
• Tin Grenade’ 45@ 39-41 Е 1-7: Bad Condition" (cond. = 193) 
m. Dynamite’ (1 stick) 70@ 42-45 C 8: Shrapnel Coating! 
e Frag Mine’ 759 46-49 С 9: Modified Trigger" (GM's choice) mme 
• Pulse Mine 85@ 50-53 R 10: Modified Timer” (вм choice) 
„#1 E 
> ® Fat Man 800@ = п/а e Missile Launcher 650@ - п/а - № 
„ш. ® Grenade Launcher 3750 - n/a 
— ~ E to confirm generation: 
—— 21+ | С: 5+ | Ps 8+ | В: 10 | n/a: GM's choice (3 failed confirmation examples: item broken / weapon parts / ingredients / etc.) 
VAT mods are indicated by the numbers in every entry. 
m— s i p 
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> Random Armor almost never includes headwear, except when essential or when attached to the item, like а hood, for example: 


f > Random Armor is always in Bad Condition (25% SP left), except when modified by the modifications table! "s 
у) Э Random faction armors belong to a faction of the of GM's choice! ї 4 м ё 
TUS Э Armors marked with a ^£" are “Makeshift” armors. Their statistics аге random and need to be generated (see respective entry)! 
Clothes | 7 э TA ВА AN Eu 
f * Robe 300 1-4 С Roll 1910 on modifications table & reroll 81- 100 
• Robe (faction) зое 5-8 Р Apply rolled mod to next armor rolled, if possible: | 
' e Pre-War Clothing (male) 15-200@ 9-13 P 1 - 5: Good Condition? 
e Pre-War Clothing (female) 15-200@ 14-17 Р Armor is at 75% SP rather than 25%. 
y e PW Night- or Underwear (m.) 25-2008 18-21 P 6: Camouflage” 
fu e PW Night- or Underwear (f) 25-2008 22-25 P 1910: 1 - 6 (4 local area), 7 (Desert), 8 (Woods), 9 (Winter), 10 (Urban) 
: e Jumpsuit (normal) 15@ 26-29 E 7: Reinforced ^" 
e Jumpsuit (utility) 350 30-34 C GM chooses hit locations, bonus SP and whether hard armor or not. 
© œ Jumpsuit (vault) 35а 35-38 P 8: Lightweight" 
A | e Jumpsuit (company) 35a 39-42 С GM chooses hit locations, reduced SP and whether soft armor or not. 
20 V e Brahmin Skin Outfit 150 43-46 Е 9: Lead Lined "® 
ЗЛ, e Skin or Cloth Rags 0-240 47-51 E GM chooses hit locations and bonus Rad Resistance. 
" e Tribal Rags (faction) 0-20 52-55 С 10: Gecko Backed ^^"? 
AR y e Duster or Heavy Trenchcoat 508 56-59 [e Roll 1d10: 1 - 3 (green), 4 - 6 (fire), 7 - 9 (golden), 10 (roll again twice!) 
, . e Uniform (normal, faction?) 504 60 - 63 P GM chooses hit locations. 
y j ® Uniform (officer, faction) 80@ 64-67 R * roll 1910 to confirm generation: t 
i$ e Lab Coat or Surgeon Outfit 35@ 68-72 P E: 1+ | C: 5+ | P: 8+ | В: 10 | n/a: GM's choice | 
\ e Nurse Outfit 350 73-76 К (3 failed confirmation examples: item broken / item parts / etc.) Ш 
С 


e Makeshift Wastelander Outfit 15 - 508 77-80 


| ^. Leather Armor 


I e Simple Leather Armor 1200 1-6 С Roll 1410 on modifications table & reroll 81-100 
= e Heavy Leather Armor 1500 7-12 С Apply rolled mod to next armor rolled, if possible: 
* 5 e Heavy Work Apron 1500 13-18 P 1-5: Good Condition" 
ad Heavy Utility Jumpsuit 800 19-25 С Armor is at 7596 SP rather than 2596. 

Mercenary Leather A" (fact?) 90-1509 26-31 Р 6: Camouflage” 
Heavy Mercenary А* (fact.?) 120-1800 32-37 P 1d10: 1 - 6 (£ local area), 7 (Desert), 8 (Woods), 9 (Winter), 10 (Urban) 
Pre-War Leather Jacket 759 38-43 P 7: Reinforced ^" 
Pre-War Biker Pants 650 44 - 49 P GM chooses hit locations, bonus SP and whether hard armor or not. 
Trader Coat (faction?) 165Q 50-55 R 8: Lightweight" 
Leather Duster 1650 56-62 C GM chooses hit locations, reduced SP and whether soft armor or not. 
Heavy Leather Coat 1800 63-68 С 9: Lead Lined" 
Leather Rags 150 69 - 74 E GM chooses hit locations and bonus Rad Resistance. 
Makeshift Raider A" (fact? 25-1508 75-80 С 10: Gecko Backed” 


Roll 1d10: 1 - 3 (green), 4 - 6 (fire), 7 - 9 (golden), 10 (roll again twice!) 


Е * roll 1910 to confirm generation: 
GM chooses hit locations. 


Е: 1+ | С: 5+ | Р: 8+ | В: 10 | n/a: СМ” choice 2 
‘(> failed confirmation examples: item broken / item parts / etc.) 


Lightweight Metal Armor 3008 1-11 P : Good Condition 
e Metal Armor 350@ 12-23 C Armor is at 7596 SP rather than 2596. 
• Spiked Metal Armor 3658 24-34 P 6: Camouflage ^" 
e Merc Patrol Armor 3800 35-45 R 1d10: 1 - 6 (4 local area), 7 (Desert), 8 (Woods), 9 (Winter), 10 (Urban) 
• Metal Plate Armor (faction?) 3700 46-56 P 7: Reinforced” 
e Heavy Plate Armor (faction?) 3950 57-68 R GM chooses hit locations, bonus SP and whether hard armor or not. 
e Heavy Raider Armor" (fact?) 250-3008 69-79 С 8: Lightweight ^" АЙ 
1 А e Makeshift Plate Armor" 300 - 4259 80-90 Р GM chooses hit locations, reduced SP and whether soft armor or not. 
2 ty Roll 1d10 on modifications table & reroll Apply 5. _ 100 9: Lead Lined" 
Y m rolled mod to next armor rolled, if possible: Е GM chooses hit locations and bonus Rad Resistance. 
N ES « * roll 1910 to confirm generation: 2 ‹ 10: Gecko Backed'^" 
у ч $ E: 1+ | C: 5+ | P: 8+ | R: 10 | n/a: GM’s choice" Roll 1d10: 1 - 3 (green), 4 - 6 (fire), 7 - 9 (golden), 10 (roll again twice!) 
a * (3 failed confirmation examples: item broken / item parts / etc.) ~ 6M chooses hit locations. 
; M 


: _ Composite Armor . | | Y * 


0 М 
3 4100 1-9 1-5: Good Condition" 


~- | e Light Combat Armor (faction?) P 
жү, e Combat Armor (faction?) 4600 10-18 R Armor is at 7596 SP rather than 2596. 
e Heavy Combat Armor (faction?) 5500 19-27 В 6: Camouflage” 
7 • Chinese Stealth Suit (faction?) 7500 28-36 n/a 1d10: 1 - 6 ( local area), 7 (Desert), 8 (Woods), 9 (Winter), 10 (Urban) 
` | e Recon Armor (faction?) 3509 37-45 R 7: Reinforced 
e Kevlar Vest 3800 46-54 P GM chooses hit locations, bonus SP and whether hard armor or not. 
• Heavy Flak Vest 4208 55-63 Р 8: Lightweight "^" 
CUN (Vault-Tec) Security Vest 4308 64 - 72 В GM chooses hit locations, reduced SP and whether soft armor or not. 
` e Kevlar Safety Jumpsuit 480G 73-81 R 9: Lead Lined" 
e Makeshift Composite Armor" 350 - 5509 82-90 Р GM chooses hit locations and bonus Rad Resistance. 
Roll 1d10 on modifications table & reroll Apply 10: Gecko Backed'^" 
rolled mod to next armor rolled, if possible: 91 - 100 Roll 1d10: 1 - 3 (green), 4 - 6 (fire), 7 - 9 (golden), 10 (roll again twice!) 


GM chooses hit locations. 
* roll 1910 to confirm generation: E: 1+ | С: 5+ | Р: 8+ | В: 10 | п/а: GM's choice (3 failed confirmation examples: item broken / item parts / etc.) 


Environmental Protection Suits 


~~ e Hazmat Suit 3509 1-10 Р Roll 1410 on modifications table & reroll 91-100 

; Radiation Suit 3900 11-20 P Apply rolled mod to next armor rolled, if possible: 
Advanced Radiation Suit 4608 21-30 R 1-5: Good Condition" 
Biohazard Suit 2908 31-40 В Armor is at 75% SP rather than 25%. 
Fire Proximity Suit 3200 41-50 Р 6 - 10: Camouflage ^" 
EOD Suit 4108 51-60 В 1910: 1 - 6 (4 local area), 7 (Desert), 8 (Woods), 9 (Winter), 10 (Urban) 
Apiarist Suit 185@ 61-70 С * roll 1d10 to confirm generation: 
Space Suit 560@ 71-80 n/a Е: 1+ | С: 5+ | Р: 8+ | В: 10 | п/а: GM's choice 
Makeshift Hazard Suit" 300+@ 81-90 P (> failed confirmation examples: item broken / item parts / etc.) 


“4 


! ‚ _ Power Armor | ч 


Also they usually.do not come with their helmet and rarely with a working power source! 


T4 Э Power Armors are almost always faction related and can be recognized as such. The only exceptions are Salvaged Power Armors. 
• T-45a Power Armor 9500 1-3 п/а e Enclave T-60 Power Armor Mk. II 2050@ 57-59 n/a 
• T-45a Power Armor Helmet 770@ 4-6 п/а e Enclave T-60 Power Armor Mk. IV 2150@ 60-62 n/a 
2 ` e T-45b Power Armor 10000 7-8 n/a * Enclave T-60 Power Armor Mk. V 21508 63-65 n/a 
e T-45b Power Armor Helmet 805@ 9-11 n/a e Enclave T-60 Power Armor Helmet 1935@ 66-68 n/a 
e T-45c Power Armor 11508 12-14 п/а e Enclave T-51d Hellfire Armor 2000 69-70 n/a 
* e T-45c Power Armor Helmet 925@ 15-17 п/а e Enclave T-51 Hellfire Armor Helmet 1430@ 71-73 n/a 
» ~~ e T-45e Power Armor 1150@ 18-20 n/a e Enclave T-51 Tesla Armor Mk. | 2200@ 74-76 n/a 
NE • T-45e Power Armor Helmet 1020@ 21-23 n/a e Enclave T-60 Tesla Armor Mk. II 2550@ 77-79 n/a 
® T-51b Power Armor 1350@ 24-25 n/a e Enclave T-51 Tesla Armor Helmet 1290@ 80-82 n/a 
e T-51b Power Armor Helmet 8659 26-28 n/a e Enclave Х-01 Combat Suit Mk. |° 2850@ 83-84 n/a 
x * T-51d Power Armor 15000 29-31 n/a e Enclave X-01 Combat Suit Mk. II 3300@ 85-87 n/a 
• T-51d Power Armor Helmet 835@ 32-34 n/a • Enclave X-01 Combat Helmet 2440@ 88-90 n/a 
e T-51c Power Armor 1650@ 35-37 п/а Roll 2d10 on modifications table & rerolL 91-100 
Ж e T-51c Power Armor Helmet 11359 38-39 n/a Apply rolled mod to next armor rolled, if possible: 
o ‚ e T-51f Power Armor 1600@ 40-42 п/а 2: Standard Issue ^" 
: ‘ EM. T-51f Power Armor Helmet 13500 43-45 n/a Change from salvaged to military version! But it's always a faction armor! 
" "5 5 e T-60b Power Armor 1850@ 46-48 п/а 3: Good Condition ^" 
Y e T-60d Power Armor 1950@ 49-51 п/а Armor is at 50% SP rather than 25%. 
^` e T-60f Power Armor 20500 52-53 n/a 4-12: Camouflage" 
А 8 Jv e T-60 Power Armor Helmet 14508 54-56 n/a 1d10: 1 - 6 (4 local area), 7 (Desert), 8 (Woods), 9 (Winter), 10 (Urban) 
o a * roll 1d10 to confirm generation: 13 - 17: Battery Extension" 
° Erde | C: 5+ | P: 8+ | R710 | п/а: GM's choice Add the mod to the armor, but there are no working batteries left! 
Es (> failed confirmation examples: item broken / item parts / etc.) 18: Hydraulic Bracers / Tesla Bracers / Climbing Axe Ext. fall) 
1 So y Pye 3 Roll 1d3 to determine the modification to add to the armor. 
4 1 x 19: Heavy Ammo Backpack / Energy Weapon Connector el 
Roll 1d2 to determine the modification to add to the armor. 
е. ' { > 20: EMP-Shielding"" except Tesla and Hellfire Armor) 


"r 


> Randomly looted Power Armors are always Salvaged” versions without servos and often many of their systems broken or stripped. 


Headwear: 


> Random generation of headwear works different from random generation of other looted items. The tables below will lead you 
through the process. The result can be very random. It's up to the GM to decide what it actually looks like. So be creative! 


Э Random Headwear, like random Body Armor, is always in Bad Condition (25% SP left), except when modified by the mods table! 
2 The "Roll again twice" result adds multiple items of the respective category to the generated Headwear item. It can be rolled 
multiple times as well, adding another material, feature or modification to the item every time. Double results when rolling twice 
means bad luck, they do not add the respective item twice. Also some results overwrite each other. If two or more results are 
logically incompatible, always use the most beneficial. 
> Multiple Materials in one item are difficult to handle. Both have a priority order in which they have to be combined: 
Materials: Metal > Composite hard > Composite soft > Leather > Cloth 
Coverage: Top > Back/Neck > Face 
Combine them in the given orders if multiple materials and covered areas occur. The material with the higher priority covers the 
highest priority head area. All others cover the rest going down one priority level at a time. Excess materials are discarded! 
The main material to do all calculations from is also the highest one in the material priority order! 
Examples: 
© Materials: Metal, Leather, Cloth; Covers: all. Result: a metal helmet with a leather neckpiece and a cloth face wrap. 
@ Materials: Composite hard, Leather, Cloth; Covers: Top, Face. Result: composite helmet with a leather mask. Cloth is discarded. 
@ Materials: Leather, Cloth; Covers: all. Result: a leather cap with а woolen ski mask. 
1) Material 2) Coverage 
EE. d 
• Cloth 1-30 • None 1-10 
* Leather 31-60 • Top 11-30 
® Composite (hard) 61 - 65 ® Back/Neck plus Ear Cover 31-50 
* Composite (soft) 66 - 70 e Face 51-60 
® Metal 71-80 ® Roll again twice!* 61 - 100 
e Roll again twice! 81 - 100 *rolling "None" does not negate other results! 


3) Features 


e Brim 1-10 * Electronic Audio 46 - 50 
® Broad Brim or Sun Visor 11-20 * Ear Protection 51-55 
e Protective Goggles or Visor 21-30 e Standard Air Filter 56-65 
e Beneficial Visor of Glasses 31-35 e Advanced Air Filter 66 - 70 
e Electronic Visor with HUD 36 - 40 e Respirator 71-75 
e Electronic Visor without HUD 41-45 * Roll again twice! 76 - 100 
3a) Electronic Visor Option 3b) Electronic Audio Options 
Electronic Visor without HUD — — —  — dO —  — d 
e Teleoptics 1-10 e Radio Module 1-50 
* Image Enhancement 11-40 e Audio Amplifier 51-60 
e IR or Thermal Sight 41-50 * Level Damper 61 - 70 
® UV Visualizer 51-60 ® Geiger Counter 71-90 
• Low-Light Amplifier 61 - 90 e Roll again twice! 91 - 100 
* Roll again twice! 91 - 100 
Electronic Visor with HUD аш 
e Teleoptics 1-5 e Motion Scanner 56 - 60 
e Image Enhancement 6-20 • V.AT.S. 61-65 
• IR or Thermal Sight 21-25 e Radio Display 66 - 70 
e UV Visualizer 26 - 30 e Integrated Database 71-75 
e Low-Light Amplifier 31-40 e Geiger Counter 76 - 80 
e Compass 41-55 e Roll again twice! 81 - 100 
4) Modifications 
EO 
e Radio Module (standalone) 1-5 ® Camouflage* 46 - 60 
e Headlight 6-20 e Reinforced 61-65 
e Headlight (UV only) 21-25 e Lightweight 66 - 70 
e Headlight (normal and UV) 26-30 • Lead Lined 71-75 
* Helmet Camera 31-35 e Gecko Backed* 76-80 
e Mask Paint | Horns | etc. 36-45 e None! 81-100 


*Roll 1d10: 1 - 6 (4 local area), 7 (Desert), 8 (Woods), 9 (Winter), 10 (Urban) | Roll 1410: 1 - 3 (green), 4 - 6 (fire), 7 - 9 (golden), 10 (roll again twice!) 
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1) Equipment Rules 


Maintenance and Repair: 


4 > There are 3 levels of Condition which can be applied to any item, Good Condition, Bad Condition and Broken. Most items though 
won't suffer from condition loss quickly and only on special occasions. Basically Condition is divided in 6 points. Items are 
- considered in Good Condition from 6 to 4 points of Condition left. Items, which have 3 to 1 points of Condition left, are considered 
in Bad Condition. Items, which have no Condition points left, are considered broken. There are special rules for maintenance and 
4 repair of items for each item category. Especially weapons and armor have special Condition mechanics described below. Other 
. items usually follow the general rules for maintenance and repair, also described below. 
J But one rule always applies: Maintenance is only possible in Good Condition; Bad Condition and Broken items require repair! ^ 
Of course the GM is always free to rule that an item is simply fucked up beyond repair! ^ 
Э Weapons have 6 points of Condition before they are rendered useless, as described above. Weapons in Good Condition work | 
normally and have no penalties to any stats or limits to their functionality. As soon as a weapon drops to Bad Condition, the 1 
respective Weapon Modification is applied (see Weapon Mods). Weapons lose Condition rather quickly, if not maintained properly. 
© Condition Loss: A weapon loses one point of Condition automatically every day (at midnight) if it has been used or if it has been | 
exposed to especially damaging environments (extremely dusty or moist) or dropped into water that day, ог when any similar y 
event occurs. Also, the fumble table will reduce а weapon's condition from time to time and, of course, the GM may always 
decide that a weapon loses Condition because of any event damaging a weapon. 1 
Maintenance: Maintaining a weapon is relatively simple and merely requires a Simple Tool Kit for cleaning, etc. (see General 
Equipment), at least one point in the respective weapon's skill and about 15 minutes of time. No check or further action is 
required, only that you have time and opportunity to do it. Afterwards the weapon is reset to 6 points of Condition. However, 
maintenance, as mentioned before, is only possible so long the weapon is in Good Condition! | 
@ Repairing Bad Condition: Improving the Condition of a weapon from Bad Condition to Good Condition again is a lot harder and 
always requires the Repair skill, as well as exchanging bad parts! It also requires at least a General Tool Kit (see General 
Equipment) and 30 minutes of time per point of Condition repaired. 
When repairing a weapon in Bad Condition you'll have to make a Repair check with a difficulty of 5 plus 5 per point repaired. | 
Afterwards the weapon is restored to Condition 4! Thus the difficulties of the check can be 10 (Condition 3), 15 (Condition 2) or | 
20 (Condition 1). Also you are only allowed to attempt a weapon repair, if you have a Repair skill of at least 3 points! In addition 
you will have to exchange at least one part per point restored! One part has usually about 10% of the price of the weapon itself. 


T". bn 
® 


р 


; 
: 
`$ 


be & Repairing Broken Weapons: Broken weapons are even harder to repair! Repairing them basically works like repairing a weapon 

7 in Bad Condition. All rules described in repairing Bad Condition do apply except as noted below. 

«| Repairing a broken weapon requires a Specialized Tool Kit and the difficulty of the Repair check rises, depending on what kind 
{ of weapon is to be repaired. Close Combat Weapons and Primitive Missile Weapons have a repair difficulty of 20, but electronic 

T or mechanical parts increase it to 25. Small Guns have a difficulty of 25, and Big Guns and Energy Weapons have one of 30! Also 

Т it takes at least 8 hours (2 hours per point repaired) апа 50% of the weapon's price іп parts to restore ії to Good Condition! 

~~. > Armor Condition is handled differently than with other items. Armor Condition is determined by the SP an armor has left. Also 


armor can break only partly, meaning that an armor is not necessarily broken if one of its hit locations drops to less than 25% of its 

original Stopping Power. 

Because armor naturally loses Stopping Power over time the tree levels of Condition described above are connected to a 

percentage of Stopping Power left on any one hit location. Except for the obvious there are no other disadvantages, when wearing 

an armor in Bad Condition. Thus Bad Condition as an armor modification is only important for random generation and for 

Environmental Protections Suits, which have special rules regarding Condition. 

is © Condition Levels: An armor is considered to be in good condition from 100% to 50% of its original SP. It is considered to be in 

чл Bad Condition from less than 50% to 2596 of its original SP and breaks as soon as № drops to less than 25%. 

| @ SP and Condition Points: If you try to repair an armor and fumble, or if an armor loses “1 point of Condition" for any other 

к, f reason, simply reduce the armor's SP by 2596 (at least 1!). Basically the Condition points of armors are reduced to 4 rather than 

, 6, because it is simpler to calculate in 2596 steps than 16.66696 steps. Also Condition point loss is rarely triggered for armors. 

@ Maintenance: Since armors lose Condition only when they are actually damaged, maintenance much more means actual repair 

1 than with weapons for example. In Good Condition though а Simple Tool Kit and a little bit of appropriate material is sufficient 

3 to do so. In 30 minutes of time you can restore SP with a Repair check vs. Difficulty 10. Every point of the check result above 10 

’ restores 1 SP to the armor at all hit locations! There is no minimum Repair skill required to do so. 

y © Repairing Bad Condition: Repairing SP of an armor, or rather armor part, when it is in Bad Condition, requires more effort. A 
General Tool Kit (see General Equipment) is required, as well as good amount appropriate material! When repairing an item 
you can restore SP to only one hit location at a time, which takes 30 minutes and a Repair check. It works equally to 
maintenance, only the Difficulty is 15 instead of 5 and a minimum Skill value of 3 is required. 


л & Repairing Broken Armors: Broken armors are considered broken because they are so damaged that they can't be donned ] 

$’ properly. Even if strapped to the body their protective qualities are minimal and repairing them is usually more expensive than 

tk simply getting a new one. Repairing a broken armor part works exactly like repairing Bad Condition, but the Difficulty rises to 20, | 
it always requires a Specialized Tool Kit (see General Equipment) and takes 2 hours per hit location repaired. 3 


| | | 
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> General Equipment also has Condition points, but they are rarely important in gameplay. The Condition rules for General 

Equipment are equal to those described in the first paragraph of this section, but unlike with weapons and armor other items’ 

degradation cannot be generalized and it is entirely up to the GM to handle the Condition loss of all the stuff a character carries 

around. Generally it is negligible, but special situations or events can trigger Condition loss of any equipment. Of course the fumble 

table is always a good source for Condition loss, when handling special items. 

№. . Also some items can lose Condition but are impossible to restore. Like explosives, almost all Chems and similar items, for example, 

| cannot be maintained or repaired! It's again up to the GM to decide whether you are able to maintain or repair a certain item! 

& Maintenance: Maintaining equipment requires little effort and usually only needs a Simple Tool Kit and a bit of time, usually 15 
minutes. Some items may require at least basic knowledge of an appropriate skill, which is up to the GM. Maintenance, if 

| possible, restores the item to 6 points of Condition. 

| © Bad Condition and Repair: When an item drops to Bad Condition anything can happen. Chems become bad and do not work as 

| intended, electronics do not work properly and may lose functions, tools might not confer their full bonus, or do not enable you 

to perform a task, etc. Again the GM will have to decide what kind of effect Bad Condition has on the respective item. 


But as a general rule all General Equipment items lose at least one main function when degrading to Bad Condition! 


Repairing ап item when in Bad Condition requires a Repair check vs. Difficulty 5 + 5 per point repaired to restore it to 4 points 
of Condition. Also a General Tool Kit is required, as well as at least 1 point in the Repair skill and 1 point in any appropriate skill, 
depending on the item to be repaired, and usually about 30 minutes of time per point restored. In addition you will have to 
exchange at least one part of the item per point restored! One part has usually about 10% of the price of the item itself. 

@ Repairing Broken Items: Broken items can be repaired with a Specialized Tool Kit appropriate for the respective item and a 
Repair Check vs. a Difficulty of 20 to 30 (GM's decision). Afterwards they are restored to Condition 4. 
The Repair time rises to 2h per point restored (- 8h) and the minimum for Repair and an item specific Skill is 3 points! Also 5096 
of the item's price in parts is required to restore it to Good Condition. 


Э Item Repair and Maintenance Summary Table: 


Task Required Tools* Minimum Skills Check (Difficulty) Time 
Effect Notes Cost 
LT Simple : - ; 
# = 
А Maintain Weapon Tool Kit respective skill 1 none 15 minutes 
Е Resets the weapon to Condition 6. Not applicable to explosives. = 
a General Repair = 30 minutes 


Repair Bad Condition Weapon Repair 3 


Tool Kit + parts 
Restores the weapon to Condition 4. 

: Specialized 
Repair Broken Weapon Tool Kit + parts 


Restores the weapon to Condition 4. 

Simple 
Tool Kit + parts 
Restores SP equal to check result - 10 (in all locations). 


Maintain Armor*** 


General 
Tool Kit * parts 
Restores SP = check result - 15 (in one location). 


Repair Bad Condition Armor** 


Specialized 
Tool Kit + parts 
Restores SP - check result - 20 (in one location). 


Repair Broken Armor"* 


Simple 
1 1 dx 
Maintain Any Item Tool Kit 
Resets the item to Condition 6. 

General 


Repair Bad Condition Item Tool Kit + parts 


Restores the item to Condition 4. 


Specialized 


Repair Broken Item Tool Kit + parts 


Restores the item to Condition 4. 


"only while in good Condition. 


(5 + 5 per point repaired) 
Not applicable to explosives. 


Repair 3 or mech. parts), SG: 25, BG/EW: 30) 


Not applicable to explosives. 
- Repair (10) 
*When at more or equal to 5096 SP; 1 Condition = 2596 SP! 
Repair 3 Repair (15) 
*When at less than 50% to 2596 SP; 1 Condition = 2596 SP! 
Repair 3 Repair (15) 


*When at less than 2596 SP; 1 Condition = 2596 SP! 
(respective skill 1 


(up to GM)) 
Not applicable to Chems or similar substances. 
Repair 1 + Repair 


appropriate skill 1 (5+5 / point) 
Not applicable to Chems or similar substances. 
Repair 3 + Repair 
appropriate skill 3 (20 to 30 (up to GM)) 
Not applicable to Chems or similar substances. 


“for specific rules on Tool Kits see General Equipment » Other Equipment below! 
х special rules for Power Armor and Environmental Protection Suits (see Equip > Body Armor > respective section) 


Repair (M/B/MA/PMW: 20 (+5 elec. 


per point restored 
= 10% of base price / point 
= 8 hours 
(2h per point restored) 
min. 50% of base price 


= 30 minutes 


= 30 minutes 
per hit location 
= 5% of base price / hit loc. 
= 2 hours 
per hit location 
= 10% of base price / hit loc. 


= 15 minutes 


= 30 minutes 
per point restored 
= 10% of item price / point 
= 8 hours 
(2h per point restored) 
min. 50% of item price 


Item Creation: 


Э Theitem creation rules are kept as simple as possible. Since there is a limitless number of things that can be built or improvised it | 
is impossible to determine specific creation rules for every kind of item. Thus only a simple set of general guidelines and standards: 
will be given to create a certain kind of item. Also not every item has a creation entry, which does not mean that it is impossible to. 
build or create, but most techniques and methods got lost and tools are scarce and so, many things are rather salvaged than made. 
All in all much in the item creation department is up to the GM to decide, depending on the specific task and situation! 

> There are three parts in every item creation entry: : 
© Required Tools: The first part gives the necessary tools to make an item (Simple/General/Specialized Tool Kit, ora specific Tool). 

For specific rules on Tool Kits see the General Equipment > Other Equipment Section below! 

© Required Resources: The second part gives the resources ог parts needed to make the item. This can be basically anything. 

© Required Skills: The last part gives the skills applicable to the task and their respective difficulties. Different skills may be 
applicable to create an item, even the Class specific Special Abilities or Knowledge skills. 

> Items that do not have a creation entry can of course be created, but the GM has to decide the specific requirements and the 
check's difficulty! ... You might wanna make a list! 

3 Skills that can be applied to the task of creating an item are different in their power and ability. Generally you can say that skills 
with a wide range of basic applications like General Knowledge or Improvisation also has a wide range of applications in item 
creation, but therefore lack in ability to make high value or powerful items with. On the other hand, a specialized skill like MedTech 
has very specific but powerful applications and can thus also create more powerful or valuable items, so long as the tools and 
resources are given. Of course skill specializations can be used nicely to improve the ability of a more general skill to create more 
powerful or valuable items! 

Another factor when creating items can be specific knowledge about an item and its functions. Someone with the Repair skill can 

certainly build a simple toaster. But can he build a fusion reactor? Probably not. It is also not important how skilled that person is in | 

mechanical or electrical repairing. He just lacks the scientific knowledge. Therefore it is sometimes necessary to be skilled in two or 
even more areas to actually succeed in building something. When such a case occurs the GM will have to determine a specific skill 
to make the check(s) with, but will also have to determine a minimum skill level in the creation and/or any other skill needed to 
provide the necessary knowledge. Building a makeshift plasma caster, for example, could require a minimum skill level of 3 in the 

Repair skill to actually build the item, but also a minimum skill level of 5 in either the Science or Energy Weapons skill to provide the 

know-how. On the other hand you will not be able to build the plasma caster with your Energy Weapons skill alone! 

The following list will give you almost all skills that can be applied to item creation and an idea of what they could be applied to: 

© MedTech: A very specialized skill, which enables to create Healing Chems and high quality Stimulants without side effects and a 
minimized addiction risk. Also any kind of new Cyberware or modifications to it would be suitable applications. 

& Improvisation: This skill is probably the most general skill there is. It enables you to create almost апу more or less simple item 
from almost nothing, so long as it is somehow explainable. However, because it is the all-round creation skill, it is pretty much 
limited to those things you can make with your bare hands or with simple tools only. More complex item creation won't be 
possible with the Improvisation skill. But it can also support item creation skills when resources are especially scarce! 

@ Manipulation: This check is meant to create something from something else and has a wide spectrum of possibilities. Mainly 
you are able to substitute resources or just take some item and. make it into something else. Also a very good field of 
applications for this skill is all kinds of modifications! 

@ Pick Lock This skill is probably mostly supportive but can probably be a good pick if someone wants to create a special lock or 
similar mechanism to make something impossible to open or enter temporarily. Also all kinds of keys could fall within its range 
of applications. 

@ Repair: This is probably the skill, where applications for item creation come most naturally. Repair is meant to cover item 
creation and item creation is not just some side application for it. Thus it has a wide range of possibilities, but is still very 
powerful. But there still is a drawback. Repair is, of course, limited to mechanical and electrical devices, or anything at least 
similar. Chemicals, explosives or the like normally just do not fall into its spectrum. 

& Traps Traps is the skill to go for if you want to create explosives or any.device to harm or, well, trap someone. Also any kind of 
weapon modification to explosives or explosive ammunition can be made with this skill. 

© Doctor: With the right equipment and resources the Doctor skill is probably the skill to go to create biological... things... 
whatever they may be. Because it is very specialized in its applications it is probably very powerful in this field. 

And it can be used to create Stimulants for yourself and your friends and your ... biological things ... 

@ General Knowledge: Like Improvisation, this skill is as all-around as they come. Mostly it enables to create items which you do 
not need only simple tools for or no tools at all. Also the field of applications covers basically anything, but is also limited to the 
simple things in life. But as long as someone is able to explain how to do something with the resources at hand it is certainly 
possible to create stuff with this skill! 

© Outdoorsman: This skill is similar to the General Knowledge, Improvisation and maybe also the Traps skill, but it obviously 
covers only those things with the "nature"-stamp on it. It enables. you to build traps, but nor mix up some explosives, let's you 
improvise in harsh situations as long as you have natural materials at hand and provides all kinds of possible applications to 
create something from nothing, when you are outdoors. Also the Primitive Missile Weapons section falls right into its field! 

Also this is the only skill that can create certain Healing Chems made from natural ingredients, like the Healing Poultice. 

© Programming: This highly specialized skill obviously enables you to create and manipulate any kind of software. Is some cases it 
might be very similar to the Manipulation skill, but much more on a software than a hardware basis. Also it might enable you to 
create complex puzzles or the like, if anyone still has use for süch nonsense in the wasteland! 

& Science: The Science skill;is агаиКе versatile skill, but with a limited spectrum. It usually supports other skills in item creation, 
but also enables you to create chemicals or explosives, as well as Chems, but only from the Stimulants department. Also Chems 
created with the Science skill have worse quality and usually side effects and a higher addiction potential, but a specialization in 

"Chemistry for example, could negate this drawback. 


2) General Equipment 


Chems: 


> Chems are all kinds of ingested, applied, inhaled or injected stimulants that have various effects from healing to a simple high. 
Taking a Chem is usually a normal action, but some Chems (especially the applied ones) take more time to be used. 
There are three main factors that come with any Chem: 
© Effect: This is the first stage of the Chem. The effect lasts as long as given in its entry and may also include negative modifiers, 
which can start immediately or delayed ("after [X time]"). Side effects never mix with the effect and start as soon as it fades. 
@ Side Effect: All side effects start as soon as the effect fades and are usually negative. Sometimes negative modifies of the actual 
effect simply linger longer than the positive, sometimes they are completely different. They last as long as given in their entry. 
An addicted person suffers from a Chem's side effects indefinitely! 
© Addiction Chance: This entry gives two percentages. The first is the Chem's chance of addiction when in Bad Condition or when 
of Low Quality (see Quality rules below). The second value represents its addiction chance when the Chem is of Good Quality! 
Every time a dose of the Chem is used, roll for addiction. If you roll equal or below the given value the character is addicted to 
the Chem. Addiction means that as long as the character is not on the Chem he suffers the Chem's side effects indefinitely. 
Addiction can be overcome by not taking the Chem for 7 days but the character takes three points of lethal damage every day 
after the first. This damage can't be reduced the moment it is taken and won't heal naturally before the addiction is overcome! 
Of course there are some other Chems which can support the process by healing or negating side effects. Also a daily Doctor 
check (Diff. 20) from a supporting person can reduce the damage per day by one point. During this period the character is not 
able to do anything physically demanding. 
Unfortunately, though, former addicts will forever have a 2596 increased addiction chance for the drugs they were addicted to. 
> The quality of a Chem is crucial to its effect on the body. Badly stored or badly made Chems suffer in quality. The Condition Rules 
as described under Maintenance and Repair can be applied to Chems as well. Chems that degrade to Bad Condition, or Chems that 
are not made with the MedTech skill or that are made with bad ingredients or tools are considered Low Quality. Effectively both 
properties have the same effect on the Chem: If of Low Quality (or in Bad Condition) a Chems' side effects take effect, they have a 
higher chance of addiction and irradiate the user for 4d10 Rads! High Quality Chems' side effects simply do not kick in and they 
have a lower chance for addiction (see Addiction Chance above). They also don't irradiate the user and their price is usually higher! 
Э There are 2 types of Chems: Healing Chems and Stimulants. The main difference is that Healing Chems can only be created with the 
MedTech skill, except certain Chems made from natural ingredients with the Outdoorsman skill, and that they heal, obviously. 
Stimulants have various effects and can be created with the MedTech, Science, Doctor, and sometimes the Outdoorsman skill. 
> Taking multiple doses of Chems is not really effective and mostly just dangerous! Chems that basically do the same do not stack 
their effects. In question it is up to the GM to decide whether two different Chems do stack or not. Their side effects, however, 
always stack! A second dose of the same Chem can prolong the effect and will delay the side effects. Also, in some cases it may 
delay any negative part of the effect that kicks in later on, which are no fixed rules for, since Chems have all kinds of effects. It's up 
to the GM again to decide how it works with a specific Chem, but no matter what, the following overdose rules still apply and any 
negative after-effect and of course the side effects will hit you as many times as hard or long as the number of doses you took! 
> Overdosing Chems can be lethal no matter what Chems you take. Every additional dose while another Chem is still in effect will 
cause an overdose the moment it is taken. Note that side effects do not count as Chem effect in this context and the overdose level, 
as described below, is only determined by the active effects at the time of use. Recently faded effects do not affect the calculation! 
Overdoses trigger Stun and Death saves. To determine the penalty on these saves refer to the health bar on the character sheet 
and treat the first dose as "light wound state". The second dose triggers saves like the serious wound state does, the third triggers 
saves like the critical wound state does, and so on. 


Healing Chems 


Е Addiction 
Name Cost Effect Side Effect Chance Use 
Stimpak 30@ Instantly heals 10 non-lethal damage; also heals 5 lethal Exhaustion: 5% | 0% Injected 


damage at a rate of 1 per 5 rounds starting in the first; +3 EN, ST -2 for another 4 hours. 
on stabilization rolls and enables to stabilize oneself; 
exhaustion" after 1 hour: EN, ST -2 for 4 hours. 
Super Stimpak 140@ Instantly heals 15 non-lethal damage; also heals 10 lethal Exhaustion: 7% | 0% Injected 
damage at a rate of 1 per 4 rounds starting in the first; +5 EN, ST -3 for another 4 hours. 
on stabilization rolls and enables to stabilize oneself; 
exhaustion’ after 1 hour: EN, ST -3 for 6 hours. 
Ultra Stimpak 16042 Instantly heals all non-lethal dmg; also instantly heals 5 Exhaustion: 10% | 5% Injected 
points of lethal damage in addition to 15 at a rate of 1 per EN, ST -5 for another 4 hours. 
3 rounds; +7 on stabilization & enables to stabilize 
oneself; exhaustion" after 1 hour: EN, ST -5 for 8 hours. 


Hypo 200@ Instantly heals 10” points of lethal damage in addition to Extreme dizziness 10% | 5% Injected 
5 at a rate of 1 per 2 rounds; 1 minute after effect fades: 
+10 on stabilization and enables to stabilize oneself. PE, IN, AG, CO -5 for 1 hour. 

Trauma Pack 2002 Instantly heals 10* points of lethal damage; adds +2” none - Applied 

points to healing rate for 72 hours; *10 on stabilization. 
Thin Red Paste* 200 *1 to First Aid or Doctor checks during patient care; none = Applied 
doubles healing rate for 24* hours. 
Thick Red Paste* 50462 *3 to First Aid or Doctor checks during patient care; none = Applied 


doubles healing rate for 48" hours. 
* can be created with Outdoorsman | * effect can be improved or avoided with a Doctor check (Diff. 20) (see Doctor skill in Character Creation) 
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Healing Chems (continued) 


Healing Poultice” 15@ Doubles healing rate for 24” hours; 
nausea" for 24 hours: EN, ST, AG, IN, CO -3. 
Healing Powder* 250 Instantly heals 10 non-lethal damage; 


also heals 2” lethal damage at a rate of 1 per hour. 


Hydra 20042 Restores one crippled hit location within 5h (no check!); 
allows to restore a destroyed limb to crippled, if no older 
than 1 day or if well preserved; Stun Save -3 on injection. 

RadAway 40а Removes 200" Rads at a rate of 20 per hour. 

Antivenom* 506 Negates the effects of poisons for 24 hours; 

Severe pain" after 3 hours: EN, PE, IN -3 for 21 hours. 

Fiery Purgative* 1042 Reduces poison effects by 5096 for 2 hours; removes 20 
Rads at a rate of 10 per hour; extreme mucosal irritation: 

all S.P.E.C.I.A.L stats except Luck -3 for 2h. 

Fixer 504 Removes all Chem side effects and reduces the daily 


damage during drug withdrawal by 1 point for 24" hours; 
the first dose does not count for overdose rules. 


* can be created with.Outdoorsman · | * effect can be improved or avoided with a Doctor check (Diff. 20) (see Doctor skill in Character Creation) 


Stimulants Em 
Name Cost Effect 
Rad-X 4040 Provides Rad Resistance +10 for 10 minutes. 
Med-X 350 Increases Body Type Modifier Бу +1 for 10 minutes; 
reduce wound modifiers by two levels for 5 minutes. 
Datura Hide* 504 Grants Natural Armor 1(s) at all body locations or 
improves existing Natural Armor by +1 for 1 hour. 
Buffout 6042 EN +2, ST +1, reduce wound modifiers by 1 level for 5min. 
Turbo 506 Run Speed modifier 41m; 
*3 to Dodge & Escape rolls for 2 minutes. 
Jet 806 +5 base Action Points for 1 minute. 
Ultrajet 1806 +10 base Action Points for 1 minute. 
Rocket 1208 Regenerate 1 Action Points per round 
(up to your base value) for 2 minutes. 
After Burner Gum 14022 +3 base Action Points while chewed, up to 1 hour! 
Rebound 1608 Regenerate 2 Action Points per round 
(up to your base value) for 2 minutes. 
Psycho 5060 +5 to close combat dmg, +2 BTM, ignore wound mods; 
complete fearlessness & inability to distinguish friend 
from foe, always attacks nearest creature! All for 5 min. 
Slasher 5042 +2 to close combat weapon damage for 3 minutes. 
Mutie 1008 ST, EN +3 & IN, СН, CO -2 for 1 hour; 
muscle pain after 1 hour: ST, EN, PE, IN -1 for 1 hour. 
Steady 800 +3 to hit with ranged & thrown weapons for 10 min. 
Cateye 4040 Negates any dark condition penalties and lets you see 
twice as far in dark conditions for 20 minutes; does not 
work in total darkness; blurry vision after 20 minutes: 
-2 on Sight related checks for 10 minutes. 
Ghost Sight* 6049 Same as Cateye, but also lets you see through fog and 
dust twice as far as normal and also negates any bonus to 
Sneak or similar checks from electronic obfuscation 
devices like the Chinese Stealth Suit or the Stealth Boy! 
Nightstalker 60а Smooths the user's movements for 1 hour: 
Squeezin's* AG +1, Sneak +1; also grants Poison Resistance +5 for 1h. 
* 6а РЕ +1 for 10 minutes; negates the effects of sleep 
Cigarettes, Cigars deprivation for 10 minutes (does not work indefinitely!); 
the first two doses do not count for overdose rules! 
Voodoo* 16043 AG +2, LU +3 for 20 minutes; dizziness after 20 minutes: 
PE, AG, CO -1 for 20 minutes and LU -5 for 20 minutes; 
after 40 minutes all Skill checks except hit rolls +2 and 
you score a critical hit at 9 and 10 on your hit roll for 30 
minutes (works like the More Criticals perk but does not 
stack with it or any other similar effect!) 
Smooch 20а Makes you high for 6 hours: РЕ, IN, AG -2 & CO +2; 
makes you wanna vomit on use: Stun save -4 to avoid! 
Mentats зов IN +2, PE +1 for 30 minutes. 
Berry Mentats 5040 IN +3 for 30 minutes. 
Orange Mentats 700 Awareness +5 for 30 minutes. 
Grape Mentats 5042 СН, CO +1 for 30 minutes. 
Party Time 8046 IN, РЕ +2 & СН, CO +3 for 30 minutes. 
Mentats 


* can be created with Outdoorsman 


Nausea: 
EN, PE, IN, CO -2 for 4 more hours. 
Dizziness: 
PE, IN, AG, CO -2 for 1h. 


2096 | 596 


Ingested 


Inhaled 


Uncontrolled growth of wounded 20% | 10% Injected 


tissue: take one irreducible damage 
every hour for 1d10h. 
Nausea: EN, PE, IN, CO -2 for 4h. 
Pain: ST, EN, PE, IN -2 for 6h, 
then -1 for 4h. 
Extreme dehydration: 

EN, PE, IN, CO -4 until 2 liters of 
water are consumed (3 humans!). 
Dizziness: 

PE, IN, AG, CO -2 for 12 hours. 


10% | 0% 
5% | 5% 


15% | 0% 


"T. 


LUSSO ORE 

А Addiction 

Side Effect Chance 

Sensitivity to pain: increase wound 5% | 0% 

penalties by 1 wound state for 1h. 
Numb skin: -4 to any touch related 1596 | 596 
check (including hit rolls) for 1h. 
Hardened skin: 1096 | 596 
Total EV +1 for 1 hour. 

Aggression: CO -3 for 30 minutes. 1596 | 596 
Exhaustion: 1596 | 596 


EN, ST -3 for 2 hours. 

The Shakes: -3 to all hit rolls for 1h. 
The Shakes: -3 to all hit rolls for 1h. 
Strong Shakes: 

-4 to all hit rolls for 1h. 

The Shakes: -3 to all hit rolls for 1h. 
Strong Shakes: 

-5 to all hit rolls for 1h. 
Strong aggression: CO -6 for 1 hour; 
rages when any CO check fails and 
attacks nearest creature or object! 
Exhaustion: EN, ST -1 for 30 min. 
Aggression and muscle pain for 1h: 
CO-3 & ST, EN, PE, IN -1. 

The Shakes: -3 to all hit rolls for 1h. 
Blurry vision: 

-3 on Sight related checks for 10 
more minutes. 


Blurry vision: same as Cateye; 
Paranoia: you see movement in the 
corner of the eye, -3 to all checks 
from the distraction for 10 minutes! 
Bad smell: 

-4 to all social checks for 1 hour. 
Bad smell and bad appearance: 
-4 to all social checks for 1 hour. 


Voodoo's a bitch: 
LU -5 for 4 hours. 


1096 | 1096 
1096 | 1096 
1096 | 1096 


1096 | 1096 
1596 | 1096 


2096 | 896 
10% | 5% 
15% | 5% 


5% | 0% 
10% | 5% 


20% | 10% 


10% | 10% 


5% | 5% 


20% | —* 


(*there is no High Quality Voodoo... 
err.. | mean... all Voodoo is high quality, of 


course... ehem...) 


Injected 
Injected 


Inhaled 


Injected 
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Use 
Ingested 
Injected 
Applied 


Ingested 
Inhaled 


Inhaled 
Inhaled 
Inhaled 


Ingested 
Injected 


Injected 
Injected 
Injected 


Inhaled 
Ingested 


Ingested 


Applied 


Ingested 
(chewed) 


or Inhaled 


Ingested 


Vomiting for 6 hours: can hold only 25% | 15% Ingested 


half the food & water consumed. 
Tiredness: PE, IN, CO -1 for 30 min. 
Tiredness: PE, IN, CO -1 for 30 min. 
Dizzy: PE, IN, AG, CO -1 for 30 min. 
Bad Breath: CH, CO -2 for 30 min. 
Dizziness and bad breath: 
PE, IN, AG, СН, CO -2 for 1 hour. 


5% | 396 
5% | 396 
5% | 396 
5% | 396 
10% | 596 


or Inhaled 


Ingested 
Ingested 
Ingested 
Ingested 
Ingested 


Consumables: 


Э Consumables include all kinds of foods and drinks. There might be other consumable items, but most of those are considered 


Chems and thus there are none in there so far. Most Consumables do not have a special effect other than providing hydration a nd 
nutrition. Consumables that do have a certain effect on their consumer are noted in the tables below. 

Quality is always of an issue when consuming substances into your body. But, it basically boils down to two levels of quality in the 
wasteland: irradiated or not irradiated. Irradiated foodstuffs or beverages are considered "dirty". They always irradiate the body by 
2d10 Rads. Liquids can be purified with a Water Purification Kit or with a Water Purifier (both see General Equipment). Food 
unfortunately is a completely different deal. Food can be decontaminated by a Rad Scrubber or a Food Sanitizer (see General 
Equipment), but in both cases it has to be processed, which turns it into a nutritious and radiation free but disgusting pulp. 

Sealed pre-War foods and drinks might be bald and stale but they are usually radiation free and still more nutritious than most 
wasteland food! Purified food and drink can be protected from radiation by wrapping it tightly or putting it into a closed container. 
Radiation by food and water can be a pain in the ass to track while playing. Since it happens multiple times every day this kind of 
micromanagement will quickly turn into an annoyance. For simplicity, it would be a good idea to say that the consumption of a 
normal amount of food offsets the natural radiation regeneration of the creature, if the food is dirty, that is. Creatures with 
permanent natural Rad Resistance will then simply regenerate Rads per day equal to their Rad Resistance. When consuming only 
purified food and water for a day, you can regenerate your normal amount of course. 

But, Consumables with a fixed amount of Rads, like some Nuka-Colas, should be excluded from this equation, especially when they 
have an additional effect on the user. 

Mathematically speaking this model is a bit off, of course, because larger creatures consume larger amounts of food and 
regenerate the same amount as smaller creatures and the average of Rads in food and drink is not actually equal to Rad 
Regeneration per day, but hey, so what. You either live with that or go back to micromanagement. 


Beverages 
Name Cost Notes 
Alcohol (varies) Alcohol could be considered a Chem but since it is very common and has different rules from other Chems, it 


is rather covered in the Beverages section. Alcohol affects the mind and the body in four stages. Every time 
an alcoholic drink is consumed, that character has to succeed on a Stun Save to avoid advancing to the next 
stage. You start at Sober and the modifier to the Save starts at +2 and decreases by -1 after every drink. Note 
that Poison Resistance is effective against alcohol! The effects of the different stages are as follows: 


Sober: no further modifiers, obviously. 

Buzzed: ST, CH, CO +1 (does not modify the Save Number vs. alcohol!) & IN -1 

Blasted: ST +2 (does not modify the Save Number vs. alcohol!) & IN, PE, AG, CH, CO -3, ВТМ +2 
Wasted: ST -2 (does not modify the Save Number vs. alcohol!) & IN, PE, AG, СН, CO -5, ВТМ +2, also 
make an additional Stun Save with your current alcohol modifier every 5 minutes or fall unconscious 
until sobered up again! (see below) 

> Alcohol Poisoning: You fall unconscious until you sobered up again. Make a Death Save with half your 
current alcohol modifier every 3 hours (which is one Save if nobody gives you more alcohol, see below) 


Э Hangover: all S.P.E.C.I.A.L. stats -3 for 3 hours. 
Э The Shakes & heightened aggression: -3 to all hit rolls and CO -3 (only when addicted) 


УУ 


As soon as you stop drinking, you start to sober up. The next drink however resets this process. Your alcohol 
level drops by one stage and your Save modifier is raised by 3 points every 3 hours without any alcohol. 
When sobered up again you instead drop to a Hangover until another 3 hours pass. A Hangover can be 
treated like a Chem's side effects as well as alcohol withdrawal effects when addicted. 

Very regular consumption of alcohol to the Blasted stage or further can also cause alcohol addiction. There is 
no exact addiction chance and no special rules for this. The GM decides if it is appropriate to roll for 
addiction. Alcoholism follows the same rules as Chem addiction and results in the Shakes and a heightened 
aggression potential. It can be cured like Chem addiction, but it doesn't deal the daily damage. 

All commonly known alcohols are marked with an ^A" in the random generation table for beverages. 


Fusion Cola 50 Fusion Cola is the disgusting product of a concentration process in which several bottles of Nuka-Cola of any 


sort are "fused" together. Up to three Nuka-Colas can be fused conferring their combined and stacked 
effects on the user for the longest of their effect durations! In addition it will keep the user awake for 1 day 
per Nuka-Cola fused into the drink, after which he will fall unconscious for the same time! 


Nuka-Cola & 6+@  Nuka-Cola was the most popular soft drink in the world before the Great War. After the War, many bottles of 


Nuka-Cola mixed drinks this pre-War favorite still survived, and Nuka-Cola remains one of the most popular soft drinks of the post- 
apocalyptic world. Their bottle caps are also famously used as currency. 
Nuka-Cola was invented in 2044 by John-Caleb Bradberton. Its unique taste gained widespread popularity, 
quickly becoming the most popular soft drink in the United States with an extremely dedicated following and 
a huge variety of related merchandize. The ingredients of Nuka-Cola include: carbonated water, caramel 
color, aspartame, phosphoric acid, potassium benzoate (to protect taste), natural flavors, citric acid, and 
caffeine. What gives it a unique flavor is the essence of seventeen different fruits mixed in just the right 
proportion to give the beverage its trademark taste. During the Great Passion Fruit Famine of 2044, people 
actually noticed the taste difference when the recipe was changed. Some variants of the drink also include 
vita-minerals, health tonics and even traces of radioactive isotopes for "energy"! 
Э Ignore the effects of sleep deprivation for 30 minutes. 


Nuka-Cola Cherry 109 Мика Cherry shares the same look as the other bottles of Nuka-Cola but adds a bright red color to it and a 


cherry flavoring. Nuka-Cola Cherry or simply Nuka Cherry was very unpopular and a failure of a soft drink due 
to its taste. Following the failure, the Nuka-Cola company brought in a new drink, called "Nuka-Cola Classic ", 
in order to save the company's market. 

Э СН, CO +1 for 5 minutes; ignore the effects of sleep deprivation for 30 minutes. 


: . Beverages (continued) 
М Nuka-Cola Classic 109 
Nuka-Cola Clear 108 
Nuka-Cola Quantum 80а 
158 
158 
i Yellow Nuka-Cola за 
; Sunset Sarsaparilla 50 
J 
Coffee (fresh or instant) 8@ 
; Atomic Cocktail ^ 408 
due 
‚ Food 
0 [Name ` Cost 
° 7 * . Ant nectar, 200 
` 7 Fire ant nectar & 208 
350 
Cave fungus & 250 
Mushroom Cloud зоа 
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Classic Nuka-Cola tastes exactly like the original Nuka-Cola, but comes іп а new bottle and adds more 
caffeine and a little bit of an extra punch. That "secret ingredient", as it was advertised, was a small amount 
of a radon isotope, which makes a tingling sensation on then tongue and gives a nice kick in the ass. 

It was an attempt at saving the brand after the marketing disaster that was Nuka-Cola Cherry. 

Э Energy boost: +2 base AP for 1 minute and ignore the effects of sleep deprivation for 30 minutes. 
The company began to develop a product called Nuka-Cola Clear, with "only minimal loss of life." They were 
able to modify the look of Nuka-Cola, yet give it the same great taste. The formula and some entries about it 
оп а research terminal salvaged in а Nuka-Cola plant in the Capital Wasteland, but it never made it into 
production. Since then the formula has spread from Washington D.C. all over the eastern half of the US 
Wasteland and some folks with the right equipment are said to have opened a production line! 

Э Removes up to 20 non-lethal damage at a rate of 1 per round. 

3> Ignore the effects of sleep deprivation for 20 minutes. 

In 2077, a new version called Nuka-Cola Quantum was introduced. According to the advertisements, it had 
twice the calories, twice the carbohydrates, twice the caffeine and twice the taste. To make it stand out 
more on the shelves and to give it an extra kick, the Quantum included a mild radioactive strontium isotope 
and an eighteenth fruit flavor: pomegranate. The effect was a drink that not only boosted your energy, but 
also glowed with a bright blue light. While no ill effects were recorded by the Food and Drug Administration, 
the isotope also caused the drinker's urine to glow! 

Nuka Cola Quantum was released to the public the same day the bombs dropped: October 23, 2077. 
Because of this, Nuka-Cola Quantum is incredibly rare in the wasteland, with many bottles found in trucks 
that were just shipping the product, ravaged by the bombs. 

> All S.P.E.C.I.A.L. stats +2 for 20 minutes; ignore the effects of sleep deprivation for 2 hours. 

> +30 Rads. 

Nuka-Cola Quartz is a flavor of Nuka-Cola unique to the American southwest, and similar to Nuka-Cola 
Quantum it contains a strontium isotope. It is a clear drink with a white tint and glow. This version of the soft 
drink also gives the drinker low-light vision, much like the effects given after taking Cateye. 

Э ВТМ +2 for 1 minute; Cateye effect (no side effects, no addiction) 

Э Ignore the effects of sleep deprivation for 2 hours. 

> +20 Rads. 

Nuka-Cola Victory is another flavor of Nuka-Cola that is unique to the American southwest. It is colored 
bright red-orange, giving it a distinct look, much like the Nuka-Cola Quantum of the east coast. It seems to 
have been developed in cooperation with the military since bottles of it can mainly be found in military 
facilities. It would also explained the name and the fact that it actually has healing properties! 

Э Heals 4 lethal damage at a rate of 1 per 3 rounds and triples the healing rate per day for З days. 

3> Ignore the effects of sleep deprivation for 2 hours. 

> +10 Rads. 

Nobody knows exactly who invented this disgusting drink but legend tells that it was “designed” by a “mad 
naked man who made water." Yellow Nuka-Cola is a "variation" of regular Nuka-Cola, with a sickly yellow tint 
and with an "interesting" smell. Basically those who sell it just want to make more caps by cutting it with... 
well let's call it water. 

3> Makes you wanna vomit on use: Stun save -4 to avoid, else it has no effect. 

Э ST, EN, СН, CO -1 for 10 minutes; automatically repels апу kind of critter with an exceptionally good 

sense of smell unless attacked for the next hour. 

Э Ignore the effects of sleep deprivation for 20 minutes. 

Sunset Sarsaparilla and other Sarsaparilla “brands” are a root-beer-type carbonated beverage originally 
found around New Vegas! Since some folks from that region found out how to brew the drink and gave away 
their recipe it is now known almost everywhere on the continent. It does not enjoy the same popularity 
everywhere but since sarsaparilla seems to be one of the few plants that still grow in the Wastes, it is a good 
alternative to the good old but boring water. 

Э Negates any nausea or similar sickness effects for 30 minutes. 

Coffee is as rare in the wastes as it is popular. In some regions, the people managed to cultivate coffee 
plants, but most coffee found is leftover instant coffee from before the War. 

Э Ignore the effects of sleep deprivation for 20 minutes. 

The Atomic Cocktail is the Long Island Iced Tea of the Wasteland. It is an alcoholic beverage made from 
various "secret" ingredients including Nuka-Cola Victory, Rad X, Vodka, Buffout and several others. 
Somehow it combines the various effects into one: 

Э Heals 4 lethal damage at a rate of 1 per 3 rounds and triples the healing rate per day for 3 days. 

Э Rad Resist +5, Fire Resist +5, ВТМ+1, ignore effects of sleep deprivation for 2h; + alcohol effects. 

Э +10 Rads, causes a -4 penalty to the alcohol Stun Save modifier when consumed. 


Notes 
Ant nectars and pheromones are naturally occurring substances secreted by giant ants. Depending on the 
species and type they have different effects, when applied to the skin, but they all cloud the mind severely! 
3> Ant nectar stimulates the muscles but clouds the mind: ST +4 & IN, CH -2 for 1 hour. 

3> Fire Ant nectar protects from fire but clouds the mind: Fire Resistance +10, AG +1 & IN, PE -2 for 1h. 

3> Ant Queen Pheromones are the strongest known aphrodisiac: CH, CO +5 & IN, PE -4 for 1h. 

Cave fungus absorbs great amounts of radiation. If eaten it reduces the irradiation of the user over the 
course of 6 hours, if it hasn't absorbed its maximum amount of radiation, in which case it starts to glow. 
Mushroom Cloud is a dish made from Cave fungus and special spices, which seem to amplify the effect! 

Э Cave fungus: -1d6 Rads / hour; Glowing fungus: +146 Rads / hour; Mushroom cloud: -1d10 Rads / hour 
This dish is a meat pie made with Nuka-Cola Quantum and Vodka, and basically combines the effects of 
Nuka-Cola Quantum and the Buzzed state of alcohol, but with all effects having a duration of 2 hours! 
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Other Equipment: 


> This section covers pretty much everything else than Chems and Consumables. Most notably most items presented here are not 
used up when used. They are divided into two departments: Basic Equipment and Special Equipment. There is no gameplay 
difference between the two departments. The distinction only serves clarity and random generation. 

> Tools are very often essential to everything we do. Basically every item in this section can be considered some kind of tool of 
course, but when it comes to more complex tasks actual tools are required. The Repair and Maintenance, as well as the Item 
Creation sections before, already mentioned three types of Tool Kits that summarize all tools that someone could need. These are, 
in ascending order: the Simple Tool Kit, the General Tool Kit and the Specialized Tool Kit. 
Tool Kits basically enable a character to perform a certain task they are required for. They normally do not confer bonuses or 
penalties by themselves. A task is simply impossible to perform without them. An especially sophisticated version of a Tool Kit 
could however grant a bonus to a task it is required for, but this bonus will not apply if you use the Kit to substitute another! 
A task normally requires a certain level of Tool Kit to be applied; however it might be substituted with a different Tool Kit if the GM 
decides that a different Tool Kit is applicable to the task at hand. But only one step along the line of Tool Kits is possible. You can't 
substitute a Simple with a Specialized Tool Kit or vice versa. When substituting a Tool Kit, one step down causes a -5 penalty and 
one step up grants a *5 bonus to the checks involved. 
Also there might be an occasion when a certain Specialized Tool Kit is needed but a different one is at hand. Specialized Tool Kits 
can substitute one anotherat the discretion of the GM but it will cause a penalty from -1 to -4 to the check to do so, depending on 
how far the usual application of the kit is from the actual task. A Robotics Kit, for example, could substitute an Electronics Kit but 
would probably cause a penalty of-2 to the task = 
Some item creation entries mention-a specific tools quired for creating the respective item. Specific tools are always mandatory 


and cannot be substituted! " 4 Ее ых: 
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Basic Equipment A Em p" 
Name Cost Notes 
Backpacks, Duffel 1049 Backpacks, bags and pouches help carrying things and therefore reduce the encumbrance of the weight you 
Bags, Pouch Belts & /+5kg аге carrying around. They do not modify the Encumbrance Values, though. Instead they add +5, +10, or +15 kg 
j similar items to your Carry Weight. The bigger the item the higher the bonus. A small pouch belt will not be able to hold | 
15kg of stuff. Only one such bonus can be in effect at a time, so it will always be the item with the highest. 
Binoculars 15042 There аге different types of binoculars with different magnifications and even electronic functions (see military 


versions in Special Equipment below). Basic binoculars have a magnification from x2 to x4 and grant a bonus 
equal to their magnification on sight related Perception based checks when looking at great distances. 


Climbing Spikes 30@ Climbing Spikes can be attached to the footwear with straps or clamps. They grant a bonus of +5 to Climbing 
checks, so long the surface of the object to climb on is not too smooth to be climbed at all. 
Compass 100 A compass is the best friend of an outdoors man. Unfortunately compasses are pretty rare and thus quite 
expensive. They grant a *3 bonus to any overland orientation check. 
Lock Picks 7042 Lock picks are basically a very common Specialized Tool Kit (see below) for opening locks or similar mechanisms 
that you do not have a key for. They follow all the rules described in the Tool Kit Rules above! 
Simple or General 204 A Simple Tool Kit simply represents a bunch of stuff the character carries along to apply to any kind of task. 
Tool Kit зоё This could be even sticks and stones wrapped into a dirty rag. The Simple Tool Kit basically divides a man from 
D the animals. Someone without a Simple Tool Kit has only their bare hands to work with and won't get very far. 


5 1 
5 The General Tool Kit on the other hand is a much more sophisticated item. Actually it consists of a bunch of 


Н items, which usually include some screwdrivers, а hammer, different small pliers ог pincers апа sometimes 
even a big wrench. Some General Tool Kits come with a tool box, others are wrapped in a leather tool roll. 
More expensive versions of Tool Kits (mainly of General Tool Kits) can confer a bonus of up to *3 to the checks 
of a task, but this bonus will not apply when the Tool Kit substitutes another! 

For more specific rules on Tool Kits see the Tool Kit Rules above! 


Special Equipment ور‎ ti 
_ Мате Cost Notes 
Ammo Press 3506 An Ammo Press is a rare and heavy tool for making ammunition. All bullet-like ammunition is made with this 


kind of tool. Bullets made without a proper tool are extremely dangerous and thus very uncommon. 
Binoculars (military) 3006 + Military binoculars work like normal binoculars (see Basic Equipment above), but add electronic visualization 
options improvements to their functions. They can be equipped with up to two Headwear Visor Options marked as 
Sight Modes (see Headwear). Thus they have an SEC slot and drain 1 charge per hour of use from the cell. 
Books & Magazines 1042 or Pre-War books and magazines are rare but also a great source of information. Aside from the obvious value of 
104 ЛР their content they may also grant 1 to 5 Improvement Points to any skill. It takes as many days to read and 
profit from them as the IP they grant and any specific book or magazine can only be grant IP once! 

Bug 120@ ABugisa surveillance device transmitting data from a Sensor Module to a receiver. Makeshift bugs are 

50042 relatively easy to make, but they are big and conspicuous. If you need to be subtle you'll need a military grade 
surveillance bug. But military grade surveillance bugs are rare and expensive since they utilize a miniaturized 
Sensor Module and Radio Transmitter to transmit video and/or audio signals. 

Energy Transformer 350% An Energy Transformer is a specific electrical tool to transform the energy current from one energy source їо a 
compatible current for another energy source or a device that normally utilizes a different energy source. It is 
essential to either recharge empty energy containers like Energy Cells or to substitute the usual energy source 
of an electrical device with another. 

d First Aid Kit 50 This small kit contains several types of bandages, pads, compresses and patches required to, well, patch 
| someone up. It also contains а pair of scissors, pincers, а safety blanket, several rolls of medical tape, a local 
anesthetic and a hand full of medical masks. A new kit can be used 5 times until it is “empty” and grants а +3 
bonus to all checks to stabilize an injured character. 
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2770 Тһе Garden of Eden Creation Kit (or G.E.C.K.) was a terraforming device created by Future-Tec, a division of the 
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Vault-Tec Corporation. Its purpose was to revitalize areas of a post-nuclear wasteland. The concept of the 
device as well as its design was completed by Doctor Stanislaus Braun, a brilliant, if egotistical, Vault-Tec 
researcher. The Kit has the appearance of a small, silver briefcase emblazoned with the letters "G.E.C.K.", 
which contents have to be disassembled over the course of its use to support a community in refertilizing the 
land and grow into a new society. 

If you believe the Vault-Tec advertisements, it contains all the seeds, fertilizer, and other equipment (including 
а cold fusion power generator and a basic replicator) necessary to start a new settlement in a post-nuclear 
world after emerging from a Vault shelter. Also each Vault was said to be issued with at least one G.E.C.K. 
However, reports from official sources confirm, that the G.E.C.K. isn't really a replicator. It contains a fertilizer 
system, with a variety of food seeds, soil supplements, and chemicals that could fertilize arid wasteland into 
supporting farming, but the G.E.C.K.'s seeds and soil supplements date themselves rather quickly and the 
government subcommittees sponsoring the research and the G.E.C.K. contractors weren't really concerned 
about that. They were 'relatively certain' the seeds would be viable in a post-nuclear environment and they 
had done 'thorough tests,' and 'all conclusions point to this as being the best option.' The GECKs are a miracle... 
a miracle that they work. Also not nearly every Vault had actually been issued with a G.E.C.K.! In regard to the 
countless sociological experiments, which often included the Vault to never actually open again, this is not 
really surprising! 

As a way to reconcile the differing accounts of the G.E.C.K. - the way it was originally intended, and the ways 
the different G.E.C.K.s that came up to the surface turned out to actually work - one could say that only a few 
G.E.C.K.s were actually built to spec, with the others being mere "promotional copies" to hand out especially 
to West Coast Vaults. However, even if the G.E.C.K. is taken at face value - that is, if they were indeed the 
miracle devices promised by Braun and Vault-Tec - they would be consistent with the events seen at Vault City 
and New Arroyo. But to this day, nobody can really say what you will find, when you open that small silver 
briefcase with its four big letters... 


A Geiger Counter is a device that measures radiation by counting the radiated particles that hit its sensor. 
Sensor Modules to build a makeshift Geiger Counter are extremely rare and you are probably better off just 
looking for a pre-War device. But these are also highly valuable given the kind of world that people live in now. 
Geiger Counters come in two forms, defined by the kind of feedback they give. Basic Geiger Counters give you 
a rather vague auditory and/or visual signal of how much radiation is present. Usually that's the well-known 
and very eerie klicking sound. Speaking in game terms, the basic version gives you feedback in four levels: 

Э None (= Harmless), Low (= Light to Very Weak), Elevated (= Weak to Moderate), Dangerous (= Strong+) 
More sophisticated devices simply give you the exact Rads per minute at any given time via either a digital 
display or a needle indicator. 

Both devices need a Small Energy Cell to work and drain one charge per hour so long as they are standalone 
devices and not part of a bigger device like a piece of Headwear, which has its own energy consumption rules. 


This device is basically what we know as a GPS device. It seems many satellites were really built to last and still 
circle earth relentlessly. Thus, if you are the proud owner of a Geomapper Module you can quite easily 
determine your position on the globe, given that you are outside and able to receive the specific radio signal 
used to triangulate your position. Unfortunately though, many satellites didn't make it through the war and 
increased radiation levels in the atmosphere often scramble the radio signals too much, so that there are no 
guarantees for accuracy or any success at all. It is mainly dependent on the time of day and the weather! 
Using a Geomapper Module requires at least 3 points in the applied skill, but then grants a +5 bonus to any 
overland orientation check. But, since the device only gives you coordinates as data, it is best used with a map. 
If used in conjunction an accurate map of any kind, overland orientation checks always succeed automatically! 


A Holodisk, Holotape or THT tape, is a durable laser-readable storage device produced by Wattz Electronics, 
based on the tape holography technology, storing their information safely for extended periods of time. A Data 
Tube is a similar device that got its name from its tube-like shape. It can store data on a silicon chip inside. 
Holodisks can store much more information but are bulkier and more difficult to read. 

Holodisks have 10 data slots, while Data Tubes have only 4. The following guidelines will outline the data usage 
of different types of data, so that you can determine how much space the data uses up of the storage: 

Э The data structure of pre-War computing allows a single file to occupy no portions of data slots. Thus a file 
uses a minimum of one slot of storage space. If it is larger, it will use another complete slot as well. 

Э The maximum single file size is 4 slots. 

Э One data slot can store an amount of information up to the following values, depending on the content: 
200 pages of plain text. © One high resolution image (1024 x 768 pixels) 

6 minutes of audio or video (640 x 480 pixels) footage. 3 minutes of audio and video footage. 

30 minutes or 100 pages of any other sensor data. Might be less if the data is particularly extensive. 

A small sized text based database (grants a +3 bonus to any knowledge based skill check), half of a 
medium sized database (+4 bonus) or one third of a large database (+5 bonus). (also see Pip-Boy rules!) 
One vector based image. If this is a map, the bigger the covered area is, the less detailed is the map! 

A simple piece of software (grants а +1 bonus to any supported check), half of an elaborate piece of 
software (+2 bonus) or one third of a sophisticated piece of software (+3 bonus). 
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A handheld Motion Scanner is a bulky device with a small display that looks similar to an ultra sound screen. A 
sensor at the tip of the device registers and displays any kind of movement within a cone in front of the wearer 
with a range of 10 meters and a width of 5 meters. Any barrier with an SP value of more than 10 blocks the 
sensor and hides the movement again. Moving extremely slowly can trick a Motion Scanner but it takes a Sneak 
check with a Difficulty of 25 to move up to 1 meter per round within its sensor field without triggering it. Not 
moving at all usually does not require a Sneak check to avoid that, though. 

Many electronic devices like automatic doors, elevators vending machines, robots or gun turrets utilize Motion 
Scanners as trigger and positioning devices. The same rules as to handheld Scanners apply to these, as well. 
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A Mine Detector looks exactly like a metal detector, except that its sensors not only detect metal, but also 

traces of chemical compounds usually found in explosives. Also can it detect radio and other electronic signals = 
in front of it that are typical for mines and other triggered explosives. Thus it grants a +10 bonus to any Traps or 
other skill check to detect mines or similar devices, so long as the sensor at the end of the handle of the device 

is able to get within one meter of any of the above mentioned factors. 


The RobCo Pip-Boy (Personal Information Processor) is an electronic device manufactured by RobCo Industries. 
It uses ultra-modern super-deluxe resolution graphics, which coupled with its capability to store large amounts 
of information and transfer data to and from Holodisks and Data Tubes make it the obvious choice for the 
modern housewife, the carrier-driven company worker, or of course, the wandering explorer, the out-on-his- 
own newbie or the all-around survivalist expert. Some common characteristics that Pip-Boys had were Geiger 
Counters, health status monitoring of the user, a radio, a map, a journal, and a personal inventory organization 
program for your modern day household, or of course, for weapons, armor and any supplies. 

The Pip-Boys were standard equipment issued to all Vault-Tec Vaults. Some Vaults received newer models of 
the device, while others were given older models. 

The Pip-Boy 1.0 was the very first model of the Pip-Boy personal information processors created by RobCo 
before the Great War. The device marked the first known attempt by any company to create a wearable 
portable computer. The only known unit of the Pip-Boy 1.0 featured a highly cumbersome design with a small 
screen and no protective outer casing. Due to its crude appearance and a lack of protection for the circuitry, 
the Pip-Boy 1.0 was most likely a mere prototype never meant for distribution to Vaults. 

When the device hit the market it has been a huge success. Many features had to be fleshed out, but everyone 
wanted their own Pip-Boy. Within a few years dozens of different lines and models, as well as different feature 
packages and also handheld versions or versions for the kids were thrown on the market. Among these are the 
Pip-Boy 2000 and 3000 lines, as well as the Pip-Pad, and the Lil'-Pip 2000 and 3000 lines. 

Quickly it became necessary to personalize your own Pip-Boy, and since the device wasn't the cheapest piece 
of luxury, also the need for protection arose. The Pip-Boy 2000 line marked a milestone in this department, 
since from this line on every Pip-Boy, except for the handheld models, was equipped with a biometric lock that 
allowed only the correct user to activate it. When removed from the arm the Pip-Boy would now automatically 
deactivate and lock itself until donned again. And changing a Pip-Boy's now genetic key from one person to 
another was now only possible for trained RobCo personnel in a certified RobCo facility, which required genetic 
material of the new owner and a special Pip-Boy resetting machine. This kind of genius marketing was the 
actual reason for the fortune RobCo made with this product. Not only did owners of Pip-Boys feel saver now, 
because the device became useless when stolen and the necessity for locking and unlocking via a password 
became redundant, no, now everyone was also practically forced to the buy their own one, since they could 
not be shared. The idea of family sharing had been discussed, but had been quashed by the RobCo 
management as quickly as it arose. The Pip-Boy was not only meant become the modern person's best friend 
but much more an extension of their own body! 

The rules for creating a Pip-Boy are highly modular to be able to cover any kind of line, model or even specific 
purpose imaginable. Basically every Pip-Boy has a number of features selected from a list, some of which are 
mandatory and some of which can be configured as the player or the GM sees fit. There are three basic types 
of Pip-Boys with different feature capacities and different feature options. These are the normal arm worn Pip- 
Boys, the smaller Lil'-Pips and the handheld Pip-Pads. The following part will give you an overview of the 
possible features, and about which ones are mandatory, which ones are optional and which ones are not 
available for the respective type of Pip-Boy, as well as further rules and descriptions: 


Feature Name  Pip-Boy Lil'Pip Pip-Pad FP Feature Name  Pip-Boy Lil'Pip Pip-Pad FP 
Biometric Lock А] ә х - Battery Extension + + х 1 
Health Monitor + ә х 1 Data Storage + + + 1|2 
Geiger Counter + х + 1 Holodisk Drive + + х 1 
Motion Scanner "F X + 2 Data Connector + + + 1 
Sensor Module + + + 1 Audio Recorder + + + 1 
V.A.T.S. Module Ф х х 2 Video Recorder Ф + х 1 
Geomapper Mod. ++ + + 1 Radio Module + + + 1 
Sonar Mapping + + х 1 Flashlight + + + 1 
Cable Taser + D x 2 Lighter + х х 1 


© = mandatory | + = optional | X = not available 


Э Mandatory features are always built in. They do not cost any feature points for optional features! 

> All types can be equipped with optional features, worth up to their option feature points: 

6  Pip-Boy: 8 feature points. ©  Lil'-Pip: 6 feature points. © Рір-Раа: 4 feature points. 
The Lil’Pip is for children up to 14 years or very slim people with a maximum ST and EN of 4 each, only! 
All types have different battery slots: Pip-Boy — MFC/HEC | Lil'-Pip — EC | Pip-Pad — SEC 

Their energy consumption is extremely efficient. All types drain only 1 charge per day in normal use. 
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Feature Descriptions: 

Э Biometric Lock: This feature is mandatory for all arm worn devices starting with the 2000 line. A small 
needle takes a genetic sample as soon as the Pip-Boy is donned, processes it and compares it to the stored 
data. If the wearer can be verified as the owner the device it unlocks and powers up. If not, the device displays 
an error message and powers down, however. If the lock fails to verify a specific wearer a third time, the 
device locks itself down completely and can only be unlocked by certified RobCo personnel with the right 
equipment, similar to changing the owner information of the device! 

However, the lock can be tricked into believing that the wearer is its correct owner by permanently falsifying 
the sensor data. Doing so is very difficult and requires a Specialized Tool Kit as well as a genetic processor, a 
DNA sample of the original owner and a Manipulation or MedTech check (Diff. 30)! Unfortunately, however, 
the manipulation interferes with the sensors of a Heath Monitoring Module if present and makes it unusable! 
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| Э Health Monitoring Module: This module, which requires the Pip-Boy to be worn directly touching the 
j skin, uses different sensors to monitor the vital data of the wearer and gives a good overview about his health 
status. It automatically detects (but doesn't identify) toxins and Chems in the wearer's bloodstream, displays 
his exact irradiation value and significantly helps anybody, including the wearer himself, to apply the MedTech, 
Doctor or First Aid skills to him, if no more sophisticated device is available. It grants a bonus of +3 to checks of 
the aforementioned skills or any other skill with a medical application used on the wearer. (» 1 feature point) 
Э Geiger Counter: This feature equals the handheld versions of the Geiger Counter (see above). A Basic 
Geiger Counter has his typical audio feedback and displays a "color"-scale indicator (actually it is shades-of- 
green-scale indicator). The advanced version displays an exact Rad value instead. (> 1 feature point) 
Э Motion Scanner: Again, this feature equals the handheld version described above. It displays its 
information on the Pip-Boy's screen and also gives audio feedback if desired. (» 2 feature points) 
Э Basic or Specific Sensor Module: This feature includes either a Basic or a Specific Sensor Module and can 
display any information from these sensors on the screen. Different options to handle these data are available, 
like warning sounds, if values drop too low or raise to high, etc. (» 1 feature point per module) 
Э V.A.T.S. Module: This feature includes а V.A.T.S. Sensor Array and the analysis software of a V.A.T.S. but 
also a flexible retractable cable to connect the system to a helmet with an Electronic Visor that needs to 
include a HUD. The cable is usually worn below the clothing and runs along the arm up to the back of the 
connected Headwear. Aside from that, this feature works exactly like the V.A.T.S. option for Headwear. 
See Armor» Headwear or further below in this section for more details! (> 2 feature points) 
Э Geomapper Module: This built-in module simply displays the data from the Global Geomapper System 
exactly like the handheld version does. It is best used with a Data Storage and stored digital maps to combine 
these information for much better overland orientation. Unlike handheld Geomapper Modules, a Pip-Boy 
Geomapper Module always also includes an electronic compass (see Basic Equipment) and can show you your 
elevation above or below sea level. (» 1 feature point) 
Э Sonar Small Scale Mapping Module: This advanced module was mainly used in military or otherwise 
combat-ready models, but also models for people who work in tight or disorienting spaces, like engineers or 
mechanics, often include this feature. It uses sonar to create an extremely vague, but still workable map of 
your direct surroundings. It is well used in conjunction with the Motion Scanner feature to show the exact 
| location of movement on the тар and also helps tremendously when trying to find your way through total 
darkness. It grants a +3 bonus to any indoor orientation check. (» 1 feature point) 
Э Cable Taser: This feature was designed for protective purposes and shoots two hooked darts connected to 
two retractable cables at an opponent. As soon as both darts connect, the opponent is shocked by electricity 
and hopefully falls unconscious. The Taser is shot with the Small Guns skill and has the following statistics: 
f Type: P | Acc.: +2 | Ranges: PB (1m), C (2m), M (3m), L (4m), E (n/a) | Rel.: ST | Ammo: - | #Shots: 1 | RoF: 1 
DMG: 1d10 non-lethal electricity + a Stun Save minus dmg taken (no save if none) or unconscious for 2 rounds. 
The cables will then be retracted automatically which takes 3 rounds. Also the Taser drains 1 charge from the 
battery per hit of the weapon! (> 2 feature points) 
Э Battery Extension: Simply adds an EC battery slot to extend the device's battery time. (> 1 feature point) 
Э Internal Data Storage: A Data Storage is a distinct feature needed to actually store information on the 
device. Without it data can only processed and will be gone once the device resets a data stream or is turned 
off. It works similar to all other of data storage like Holodisks and Data Tubes. Also see the respective entry for 
details on space consumption and further rules! A Data Storage has 10 memory slots but the feature can be 
selected multiple times to increase the storage space. (> 1 feature point; 2 with powerful data (up to the GM)) 
Most devices also come with preinstalled data and software. These are some basic examples to choose from: 
@ Text editor and personal log. (1 memory slot) @ Personal equipment organizer. (1 memory slot) 
© Aset of overland maps, i.e. of the USA. ©  Asimple or elaborate calculator software. 
© Any other kind of software. Basic software exists in 3 quality levels: simple, elaborate, sophisticated. 
> Software grants a bonus to any supported skill check: simple +1, elaborate +2, sophisticated +3. 
© An Information Database on a specific topic or an Encyclopedia covering topics of general knowledge. 
Information Databases or Encyclopedias exist in 3 sizes: small, medium, large. 
> Databases grant a bonus to any knowledge based skill check: small +3, medium +4, large +5. 
Э Holodisk Drive: A Holodisk can be plugged in a large slot at the back that is able to read from and write 
onto Holodisks. A Holodisk can be used just like the Internal Data Storage, so long it stays plugged in. The 
Holodisk is locked in place, but extends largely from the back of the Pip-Boy. (> 1 feature point) 
Э Data Connector: A Data Connector is basically the same thing as a Holodisk Drive except that it is designed 
to plug in Data Tubes. In addition though, it can also be used to connect other devices like computer terminals 
or other Pip-Boys via a data cable to transfer information. Since Data Tubes are small enough to completely fit 
into the Data Connector they are often used to extend an Internal Data Storage. (> 1 feature point) 
Э Audio and Video Recorder: These features are basically a microphone and a camera. They are actually 
separate features but in most cases they are used in conjunction. An Audio Recorder can record any sound in 
proximity to the Pip-Boy and any sound played on the Pip-Boy, like form a Radio Module. A Video Recorder can 
do the same for visual data. However, any kind of data storage space is needed to actually save the data. Thus, 
it doesn't make a lot of sense without а Data Storage or a Holodisk Drive, for example! (» 1 feature point each) 
Э Radio Module: This module can pick up radio signals and usually also transmit a short range signal. Long 
range transmission requires an external antenna and a Data Connector. Basically this feature combines 
possibilities of a Headwear Radio Module and the respective Radio Display HUD option. (> 1 feature point) 
Э Flashlight: Adds an integrated flashlight that drains 1 charge per hour when activated. (> 1 feature point) 
Э Lighter: This feature is able to emit a focused jet of extremely hot air able to set easily flammable things 
like paper or dry wood on fire. It drains 1 charge per use from the battery, though! (> 1 feature point) 


Э *Cost: Nowadays Pip-Boys are extremely rare and pretty much priceless devices. Basically it depends оп 
how much someone would be willing to pay for one. Of course, they usually cost at least as much as their 
already priced features combined, but in most cases their price is a lot higher. But then again, if the biometric 
lock makes the device impossible to use, it is probably not worth anything. All in all, Pip-Boys are just not your 
everyday commodity and price negotiations can be difficult and even dangerous! 
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Sensor Modules come in all kinds of shapes and sizes, but the development of robotic helpers for the modern 
household motivated RobCo Industries to develop a series of standard Sensor Modules with a bundle of basic 
sensors for easy maintenance of your household Protectron or other mechanic servant. Like this, when the 
sensor array of a robot was damaged and it could not discriminate friend from foe anymore, for example, it 
could easily be exchanged by any maintenance mechanic without the need of an elaborate workshop. These 
Sensor Modules became so popular among engineers that they can be found in almost any device that 
monitors its surroundings for any reason, even in toasters! Some application though require as specialized 
Sensor Module that monitors a specific input only, be it because of its location on the device or because of the 
nature of the monitored input itself. 

Э A Basic Sensor Module can perceive the following input: electromagnetic signals and fields, thermal 
signals, vibration, location and orientation in space, light and the concentration of basic chemicals in the 
surrounding air (or even a liquid). 

3> Specific Sensor Modules can always only monitor one kind of input. Very simple examples for this would 
be microphones and cameras. But also radiation detection, movement and distance measurement, as well as 
many many other sensory inputs are normally covered by Specific Sensor Modules. 


What is now known as a Slave Collar is actually a pre-War prisoner control device, adapted by slavers after the 
War for the purpose of capturing and forcing slaves into submission. However, there are other factions, who 
also use them for simply ensuring cooperation, such as the Brotherhood of Steel, without the risk of hostilities. 
A relatively simple design on the outside, the collar is actually a little marvel of engineering. It comes with 
several signal transmitter that broadcast its relative position to its controller in multiple different frequencies 
to ensure reception, it contains enough explosives to blow the wearer's head off without destroying the 
surroundings and some models even include built-in microphones for surveillance and a small speaker for 
correspondence. The collar's self-destruct mechanism is not well-shielded though, as it can be set off by 
Mesmetron rays and some radio frequencies. 

The following list of options and features will give you an impression on what is possible to do with a Slave 
Collar and how they behave in certain situations: 

Э Receivers can be handheld devices or large antennas and collars have їо be registered to them! This 
happens on the receiver’s side but requires the collars ID which is engraved on it. Both can trigger a specified 
or aselected number of collars by a specified setup (see below) or simply by a hit of a button. Also, the bigger 
the device the longer its reach! 

Э Rare models have built-in sensors to trigger on any kind sensor input. Their pre-War function is unknown. 
Э Damage to a collar that would destroy it, also triggers the explosion. 

Э Mesmetrons and certain radio and sound frequencies, mainly of weapons, can trigger a slave collar. On 
purpose, there are no specific rules for this and it is left to the GM to specify the chances for such an event. 
Э The allowed range to their receiver can be customized to create а zone you should not leave, but it can 
also be set up to trigger on getting into close proximity to receiver barriers set up at doors or gates, etc. 

Э A buffer zone can be set ир in which the wearer will get a warning to not go any further. 

3> Multiple collars can interact with each other to ensure that reception dead zones do not accidentally 
trigger a collar, but also a buffer delay can be set up to give the wearer a moment of time to get back into their 
designated zone or back into the reception zone. The buffer delay option can also be used to set up a simple 
timer delay until the collar is triggered if so desired. 

Э Also multiple collars can send a triangulation signal to make it possible to calculate their relative position 
to the receiver. Some models are even equipped with Geomapper Modules to transmit their exact location. 
Э They have two SEC slots and drain 1 charge per day. They are immediately triggered if they run out of 
energy or if both SECs are removed at the same time. Only ever exchange one SEC at a time! 

3> An opened collar is deactivated and reactivates and locks itself with its current setup when closed. Its 
data connector can only be accessed when open and thus its setup can only be changed while it is deactivated. 
To do so you only requires some computer-like device with at least a small screen and basic input capabilities. 
Э Opening a collar requires a predefined digital key that is transmitted to the collar via radio signal. 

Э When finally exploding they deal 446 of damage to the wearers head that can only be reduced by BTM or 
Natural Armor. The explosion has no actual radius but creatures in touch range take 2d6 normal area damage. 


The RobCo Stealth Boy 3001 is a personal stealth device worn on one's wrist. It generates a modulating field 
that transmits the reflected light from one side of an object to the other making the bearer almost invisible to 
the untrained eye. The technology was developed by Robert Mayflower, based on captured Chinese Hei Gui 
stealth suits, belonging to the Black Ghost counterinsurgency/terror units. Though the Stealth Boy is more 
portable and capable of projecting a more powerful stealth field, it has severe drawbacks. Prolonged, repeated 
usage of Stealth Boys have been found to have unpleasant mental side effects, causing anxiety, paranoia, wild 
mood swings, and even schizophrenia and dementia, but the most common symptom is the development of an 
imaginary companion or second personality similar to Dissociative Identity Disorder. Stealth Boy Sickness takes 
a longer time to manifest in humans, although it appears only after a few uses when used by Super Mutant 
Nightkin. Although it is still a miraculous device it is merely a crude adaption of the perfectly balanced Chinese 
technology, which has no such side-effects! 

Э Activation grants а +10 bonus to Sneak checks. It has а slot for an EC and drains 2 charges per round! 

Э Treat the device almost equal to a Chem. The side effect is a bit similar to the one of Ghost Sight and 
mainly includes paranoia: after 10 minutes you start seeing movement in the corners of your eyes for about 10 
minutes, which results in a -3 penalty to all checks from the distraction. Every time the device is activated roll 
an addiction chance of 1%. An addicted person suffers from the aforementioned penalty indefinitely unless 
they use a Stealth Boy for at least one round, which gives them 10 minutes of peace until the side effects kick 
in again. Withdrawal works differently from Chem withdrawal and causes the symptoms to intensify more and 
more until they reach the level described above. As soon as a major mental disorder manifests the character 
will most likely become so unpredictable that he turns into an NPC. Healing these disorders is at least a 
months-long process, which requires therapy, supported by a character with a Doctor skill of at least 8! 


This tool in its versatility can always substitute a Simple Tool Kit. It can even substitute a General Tool Kit (at the 
discretion of the GM) but with a penalty of -5 to any check involved in the task the tools are needed for. 


Specialized Tool Kit 120 Specialized Tool Kits represent a collection of tools made for a specific range of tasks with a common topic. 
They are usually required, when a task for creating or repairing an item becomes especially complex or so 
specific that a hammer and a screwdriver can simply not be applied! More expensive versions of Specialized 
Tool Kits can confer a bonus of up to +3 to the checks of a task, but this bonus will not apply when the Tool Kit 
substitutes another! For more details on Tool Kits also see the Tool Kit Rules under Other Equipment above. 
The following list contains the most common examples for Specialized Tool Kits and application examples: 


@ Electronics Kit (fine tools for electronics) €& Robotics Kit (repair and manipulation of robots) 

€& Doctor Kit (lifesaving operations on people) @ MedTech Kit (cyber system & plastic surgery) 

© Gun Kit (tools for cleaning and repairing guns) @ Energy Weapon Kit (repair & cleaning of Energy W.) 

@ Wood Working Kit (carpentering) @ Stone Mason Kit (stone works) 

© Mechanic Kit (elaborate mechanical work) © Lock Picks (opening and manipulation of locks) 

@ Sewing Kit (repair & maintenance of Soft Armor) @ Chemical Kit (creation and analysis of Chems) 
V.AT.S. Module 65042 Тһе Vault-Tec Assisted Targeting System scans the surroundings of the user creatures close by, and displays 


probable weak spots, pre-calculates bullet trajectory, highlights movements and warns from weapons pointed 
at the user. This device had an immense impact on the development of the War since it makes ground units a 
lot more efficient and deadly. Its highly advanced sensors and calculation algorithms let the user react much 
faster and much more precisely. A V.A.T.S. always consists of a special V.A.T.S. Sensor Array and an electronic 
visor to display the information. Some systems are integrated into combat Headwear and also combat-ready 
Pip-Boys are often equipped with a V.A.T.S. Module. But, no matter what your V.A.T.S. Module looks like, it will 
not work without the proper Headwear. Since fast feedback is essential for it to work, an electronic visor with a 
HUD is obviously mandatory! When integrated into a piece of Headwear, it is directly connected to the visor, 
but Pip-Boy modules and standalone, arm-worn devices need to be connected via a data cable worn below the 
clothing, running along the arm up to the back of the connected Headwear. (also see Headwear!) 
Without proper training (see V.A.T.S. Training Perk) the system is also impossible to utilize and even distracts 
the user so much that all bonuses it grants become penalties instead! 

a | Э Grants a general bonus of +1 to all hit rolls; reduces any combat penalties by 2, which are either movement 

® or size related, or based on targeting specific body locations! 
Also the Action Point cost of any action directly related to combat is reduced by 1! 
Э Without the V.A.T.S. Training perk: general -1 penalty to all hit rolls, increases any combat penalties by 2, 
which are either movement or size related, or based on targeting specific body locations. 
The Action Point cost of all actions is increased by 1! 
Water Purification Kit 100@ A Water Purification Kit is a small plastic box that contains two chemicals. One is a liquid and the other is given 
& Food Sanitizer 13049 inthe form of pills. Usage is pretty simple: add one dose of the liquid chemical to 1 liter of water and mix it 

until it assumes an opaque white to greenish color. Wait for 30 minutes. Heating it up to no more than 50°С 
accelerates the process. After that add one pill of the second chemical and wait for it to dissolve. Shake or stir 
the water until it becomes completely clear and until all residue of chemicals or former pollution settles at the 
bottom of the container. Carefully decant or filter the pure water and do NOT consume the sediment 
chemicals! The purified water is more or less clean and perfectly safe to drink. The kit removes all kinds of 
basic pollution through pathogens, chemicals, plain dirt and even radiation. 
A Food Sanitizer uses the same chemicals to clean food. In fact the device first blends and then stirs the food 
for 30 minutes and is able to filter the chemical residue, which is ejected from the device during the process! 
> A full kit contains 20 doses of both chemicals, enough for 20L of water ог 10 kg of food (in a Food Sanitizer). 
Э Food or water cannot be cleaned multiple times with this method! 
> Irradiation will be reduced by 2 strength levels or 40 Rads. (see Radiation Rules) 
3> Other pollution will be removed completely, as long as the GM doesn’t deem the material to be too 
contaminated to be cleaned at all! 

Э Other drinkable liquids can be cleaned as well, but they will taste stale and any carbonation will be gone. 

А Light alcoholic beverages like beer and wine will be cleaned from alcohol. Hard drinks won't. 

Б Е Water Purifier 2??? А water purifier is a large electro-mechanical device used for purifying water of contaminants in large amounts. 
How much water it can clean exactly depends on its actual size, but it usually ranges from a couple of dozens 
to a couple of hundreds of liters per day. Huge versions, that are actually large to huge buildings are said to 
exist, able to purify even more water reaching capacities of a couple of thousand liters per day! In a self- же 
contained environment, like the Vault-Tec Vaults, the water purifier is а component of the water systems. 
Some Vaults were equipped with purifiers of such capacities, which often became the beating heart of any 


larger settlement after the War. Settlements without water purification normally die out quickly, so this piece Ё 
of equipment or апу part of it is highly valuable to any town! ( 
Water рийНег$ have one drawback though. Besides from being highly complex machines, which can only be 4 


operated and maintained by well trained personnel, they create a highly toxic and radioactive slag, which has 

to be dumped in a safe place, best as far away as possible from your settlement, so that it can't contaminate 

your water source or the soil around you again. It's not like finding a dump site was the issue here, the 

Wasteland offers plenty of space to dump your radioactive waste on, but transporting highly dangerous sludge 

to a place far away from the safety of your settlement isn't exactly the most popular job! 

Э А working purifier reduces the irradiation of water by 3 strength levels or 100 Rads and cleans it of any 

contamination so long as the GM does not deem the water to be too contaminated to be cleaned at all! 

Э The device can't be used multiple times on the same amount of water. 

Э Unlike a Water Purification Kit, this device is best used only on water. Carbonated liquids can damage the 

device by producing pressure. Liquids mainly containing alcohol can easily cause a fire inside the machine! | 
Rad Scrubber 450@ Similar to a Water Purifier a Rad Scrubber is able to remove the radiation from any kind of food or drink, but 

only the radiation. Unfortunately food given into the system has to be processed and will be served as a 

nutritious but somewhat disgusting pulp afterwards. Rad Scrubbers work with standardized filter cartridges. 

A Rad Scrubber is a heavy device weighing about 5kgs, but it is portable! 

Э The device can't be used multiple times on the same amount of food or water. 

Э It removes ир to 40 Rads from 1kg of food ог 1L of beverage. The filter cartridge has to be exchanged after 


гче scrubbing 400 Rads from food or beverages. 
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Close Combat Weapons: ‹ З * i 
р | Р 
.* Melee, Brawl and Martial Arts Weapons е 
ie d 
Brass Knuckles B/MA (1m) VR 1d6+3 Blunt weapon 
' Steel Knuckles’ В/МА +1 (1m) VR Р +0 106+4 75@ Blunt weapon 
ds Spiked Knuckles? В/МА +0 (im) VR Р +0 196+6 1004 Blunt and/or piercing weapon 
: Improvised Brawl В/МА* -1 (1m) UR* P* +0* 196+2 ???@ Usually blunt weapon, creation: Improv., Manip. ог Repair (Diff. 10)!» , 
W. or Weapon Hilt" *these weapon hilt's stats equal its weapon's stats. 
Knife? MA/M -1 (im UR Р +0 196+5 304  Bladedor piercing weapon 
Switchblade’ MA/M +0 (im) ST Р +0 1d4+4 55@ Piercing weapon 
4 Combat Knife’ MA/M +1 (im VR Р +0 196+7 13040  Bladed or piercing weapon 
l Throwing Knife? MA*/T +2*STx2m VR P +0 1d4+4* 704 Piercing wpn, *close combat stats: Acc.: -1, Ran.: (1m), DMG: 1d6 
4 Trench Knife” ž 7 (м) S P +0 * 150% *combines Spiked Knuckles & Combat Knife (use respective stats). 
Cleaver” M -2 (Im) ST J +0 198+5 60@  Bladed weapon 
і “Lead Pipe” М +0 (im ST Е +0 146+5 25@ Blunt weapon 
" Co. Tire Iron’? м -1 (1m UR J +0 19445 359 Blunt weapon 
} '. Baseball Bat” M +2 (1m) ST L +0 19647 85@ Blunt weapon 
| ' Police Baton“ МА/М +1 (im) VR Р +0 196+6 1208 Blunt weapon 
Shock Baton? MA/M +1 (im) ST J +0 196+6 2504 Blunt weapon, *deals +194 non-lethal electricity damage, *stun 


рТ, +electr.* save minus electricity damage taken (no save if none taken) or 
, ¥ Y stunned for 1d4 rounds, needs an SEC or EC (1 charge / hit!). 


Ж Hi Nail Board“ M -2 (im UR L +0 198+3 159 Blunt and piercing weapon 
9-Iron" M +2 (im UR L +0 1d4+4 359 Blunt weapon 
Wrench" M +0 (1m) VR J +0 19646 359 Blunt weapon 
Axe? M +0 (Im) ST Е +1 2d6+6 1300 Bladed weapon 
Fire Axe” M +1 (im VR Е 41 2d6+8 1504  Bladedor piercing weapon 
Hatchet” MA/M/T* +0 (1m)* ST J +0 1d8+6 1408  Bladed weapon, *Range when thrown: ST x 3m 
| S Battle Hatchet” MA/M/T* +1 (1m)* VR J +0 1d8+8 1804) Bladed weapon, *Range when thrown: ST x 3m 
Sledgehammer? М -1 (1m) ST N +1 1d10+8 1300 Blunt weapon 
Super Sledge” M +1 (im VR N +2 1d12+10 250Q Blunt weapon 
Nuka Breaker” M -2 (im UR М +2 1410+8 2008 Blunt weapon, *deals +1d6 non-lethal electricity damage, +stun 
+electr.* save minus electricity damage taken (no save if none taken) or 
| stunned for 1d4 rounds, needs an SEC or EC (1 charge / hit!), 
ү» creation: Improvisation, Manipulation or Repair (Diff. 25), made 
HA from a certain type of pre-War Nuka Cola neon sign notorious for 
their flawed wiring and a wooden(!) handle. 
| Rebar Club M -1 (1m) ST № +1 294+5 759 Blunt weapon, creation: Improvisation, Manipulation or Repair 
(Diff. 10), made from an appropriate piece of building debris and 
some leather or cloth (see picture). 
VILIA, Machete” MA/M +1 (1m) VR J +0 198+6 31504 This entry covers various types of machete-like bladed weapons- 
1 Ch.Off/sSword? МАМ +1 (1m) ST L +0 2d6+6 1809 Bladed or piercing weapon 
| Chinese Officers МА/М +2 (im) VR L +0 2d6+6 265 Bladed or piercing w., *deals +1d6 non-lethal electricity damage, 
Ж Ма Shock Sword? +electr.* +stun save minus electricity damage taken (no save if none taken) 
Ng p or stunned for 194 rounds, needs an SEC or EC (1 charge / hit!). 
ˆ ` | Katana” M +2 (Im) VR L +0 296+8 230@  Bladedor piercing weapon 


oD ч NS Vertibird Sword M -1 (1m) ST N +1 1912+10 17549 Bladed weapon, creation: Improv., Manip. or Repair (Diff. 20), made CR 
vC from a sharpened Vertibird rotor blade and any kind of handle. MEN 


1 | Витрег Sword? M -2 (im UR М +1 1d10+8 1558  Bladed weapon, creation: Improvisation, Manipulation or Repair Uh 
TRA Ж f (Diff. 15), made from long, sharpened piece of metal (usually a car 
V E bumper) and any kind of handle. 
NK i Shishkebab? M +1 (1m) ST N +1 2d4+6 30042 Bladed or piercing weapon, *deals +146 fire damage, on a critical 
Sv! ` и +fire* hit the 2" d10 for bonus damage is fire damage as well and the 


target needs to succeed on a Dodge check (Diff. 10 + fire damage 
taken) or catch fire for 3 rounds for normal fire damage 
(2d10/1d10/1d6), when injuring self on fumble, wielder takes 
critical damage including chance to catch fire! Needs an action to 
turn on or off. 
Needs an ammo backpack & gasoline or flamer fuel to deal fire 
damage (#Shots = 15L | 0.5L burns for 5 rounds), creation: 
P. Improvisation, Manipulation, Repair (Diff. 25), made from a lawn 
pu mower or similar blade, a motorcycle tank and handbrake, a gas 
y valve and a lighter flint. 


* ! , 
Legend: Type (P-Pistols, SMG-Submachineguns, SHG=Shotguns, RIF-Rifles, HVY=Heavy Weapons, M=Melee Weapons, MA=Martial Arts Weapons, 4 
B=Brawl Weapons, EX=Exotic Weapons, T=Thrown Weapons (Skill Throwing!)) Accuracy, Range, Reliability (VR-Very reliable, ST-Standard, . я 

с ionem 1 


UR=Unreliable), Concealability (P=Pocket, J=Jacket/Coat, L=Long Coat, N=Can’t be hidden), Encumbrance Value, Damage (full damage of weapon). 
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+1 (1m) 


Power Fist ST 
Industrial Hand” В/МА -1 (1m) ST 
or M* 
Displacer Glove В/МА +0 (1m) VR 
Zap Glove? B/MA 40 (1m) VR 
| Ballistic Fist”? В/МА * * UR 
or SHG* 
Bear Trap Fist” В/МА -2 (1m) ST 
| Bladed Gauntlet? В/МА +0 (1m) VR 
Mantis Gauntlet*/ B/MA +1 (1m) ST 
| Punching Dagger” or M 
. Death Claw or B/MA +1 (1m) ST 
i Yao-Guai Gaunt.” 
е " 43 
9 | Chainsaw M -1 (im) ST 
ў | Ripper MA/M «1 (im) ST 
we ` | Autoaxe^ M -2 (1m) ST 
S 4 
e Knife Spear^* MA/M/T* +1 (1m)* ST 
i ` | Thermic Lance" M -2 (1m) ST 
у! ! : 
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+0 


+0 


+0 


+0 


+0 
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+0 


+0 


+0 


+1 


+0 
+1 


+0 
+2 


2d448 
(2d4*) 
2d4+8 
(2d4*) 
1d4+8 
+ knock 
back* 
(1d4+2*) 
1d4+8* 


+electr.* 
(1d4+2*) 


* 


1d6+3 
+crush* 
or 
1d6+5* 


1d6+5 


1d6+7 


2d8+5 


2d10+8 


1d6+8 
1d20+10 


1d6+8 
5d10 
fire* 
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270@ 


265@ 


300@ 


2908 


2800 


200@ 


80а 


1308 


1308 


2408 


2408 
300G 


2650 
3208 


Blunt weapon, needs an SEC ог EC (drains 1 charge / hit!)) 
*damage, when power source is depleted. 


Blunt weapon, needs an SEC or EC (drains 1 charge / hit!)) 
*can also be wielded with the Melee skill; depleted damage. 


Blunt weapon, needs an EC or MFC (drains 2 charges / hit!)) 

*depleted damage; when not depleted a target hit is knocked back 
3 meters by a powerful sound wave and has to succeed on an 
Athletics check (Diff. = hit roll of attacker) or be knocked prone. 

Blunt weapon, needs an SEC or EC (drains 1 charges / hit!)) 

*depleted damage; deals +146 non-lethal electricity damage, 
+stun save minus electricity damage taken (no save if none taken) 
or stunned for 1d4 rounds. 

Blunt weapon, *the weapon combines Brass Knuckles (in a different 

form) and a Sawed-Off Shotgun, use the respective stats when 

appropriate. The weapon has 2 modes switchable with an action. 

Both weapons are either used separately or the shotgun can be 

triggered by a punch with the pressure plate. If used simultaneously 

both weapons can be used on the same target as one action. 

Blunt and piercing weapon or blunt weapon only, *when closed the 

Bear Trap Fist deals 1d6+5 points of blunt force damage, but when 

open it can be used to crush the limbs of your foe and grapple him. 

On hit the closing trap adds +246+5 crush damage. If a limb or the 

head was hit, the target is automatically grappled and the trap 

confers a +5 bonus to any further grappling checks until the target 

can free itself from the trap. Retracting the trap needs 2 hands and 

one full round! 

Creation: Improvisation, Manipulation, Repair (Diff. 15) 

Blunt & piercing weapon. 

Creation: Improvisation, Manipulation, Repair (Diff. 10) 

Bladed and/or piercing weapon 

*Creation: Improvisation, Manipulation, Repair (Diff. 10) 

Bladed and piercing wpn, donning and removing it takes an action. 

Creation: Impr., Manip., Repair (Diff. 20), needs a Death Claw Hand 

or a Yao-Guai Paw and some kind of (medical) hand brace. 

Bladed weapon, needs gasoline or flamer fuel OR an EC or MFC 

(#Shots 1L or depending on ammo, runs for 50 rounds per liter or 

drains 1 charge per attack!) 

Bladed weapon, needs an SEC or EC (drains 1 charge per attack!) 

Bladed weapon, needs gasoline or flamer fuel OR an EC or MFC 

(#Shots 1L or depending on ammo, runs for 50 rounds per liter or 

drains 1 charge per attack!) 

Bladed or piercing weapon, *Range when thrown: ST x 4m 

*needs a special iron tube filled with iron wire (very rare, but 
sometimes found in old industrial sites) and a tank of pressurized 
oxygen as ammunition, fully loaded both are sufficient for 30 
rounds, a target hit by a Thermic Lance is automatically set on fire 
for 3 rounds for normal fire damage (2d10/1d10/d6). 
The fire of the lance burns with over 5000*C and works similar to 
plasma damage. It does not engulf the target, but Fire Resistance 
and SP values of any armor are halved, also it deals double SP 
damage to any armor it penetrates, no matter what it is made of. 
With the necessary equipment to melt metal the iron tube and 
wire can be created with a Science, Manipulation or Repair check 
(Diff. 25). Obviously, a large amount of iron is needed, as well. 
This part of the ammunition is priced equally to the ^weapon" 
itself, which is actually a pre-War tool for cutting concrete or steel. 


. Legend: Type (P=Pistols, SMG-Submachineguns, SHG=Shotguns, RIF-Rifles, HVY-Heavy Weapons; M=Melee Weapons, MA=Martial Arts Weapons, 
4 B=Brawl Weapons, EX=Exotic Weapons, T=Thrown Weapons. (Skill Throwing!)),. Accuracy, Range, Reliability (VR=Very reliable, ST=Standard, 


__. UR-Unreliable), Concealability (P=Pocket, J-Jacket/Coat, L=Long Coat, N=Can’t be hidden), Encumbrance Value, Damage (full damage of weapon). 
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Ranged Weapons: 


Ammunition 
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> 
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Ammunition comes in many shapes and flavors and essentially makes a ranged weapon work. It might be a projectile, 
propelled with immense speed or energy transformed and directed at target, but no matter what it is, its damage potential is 
completely dependent on the accuracy of the shooter behind the gun. The more accurate you hit the target, the more damage 
your weapon deals. Unfortunately, it would make the Hit Roll much too complex, if this was factored in, as well. The Hit Roll in 
combat is rather a binary decision. You either hit or you don’t. Therefore variable damage adds all the worldly factors to 
combat that you just cannot control taking the form of damage dice, representing the ammunition of every ranged weapon. 

But of course different weapons firing the same bullet also have different damage potentials. A short-barreled revolver can’t 
propel the bullet as long as a rifle can and therefore usually adds less punch to its projectile. Also a military grade laser rifle 
transforms the same amount of energy much more efficient into a focused beam of heat than a consumer grade laser pistol. 
Because of all this, the damage of any ranged weapon, except for a few exotic ones, is composed of the damage dice of the 
ammunition, presented here, and the bonus damage of the weapon that fires it, presented in the weapon’s entry. Thus a .44 
Magnum Revolver, for example, deals 2d6 + 10 damage (2d6 from the bullet and +10 from the weapon). 

All prices for ammunition in the table below are given per bullet, per loaded cell or per piece if not noted otherwise. 

12 Gauge Buck Shot ammunition does not fire a single projectile, but sprays dozens of small pellets in a direction. Thus it rather 
deals area damage than localized damage (also see Combat Rules). Usually such ammunition loses damage capabilities quickly, 
so it can’t damage a target at extreme range. At long range its cone-shaped spread has a width of 3 meters, which decreases by 
one meter per shorter range increment until it is reduced to one hit location at Point Blank range (see Combat Rules). Also, the 
bonus damage of weapons firing buck shot ammo is added once per die, since the damage dice vary depending on range! 
Example: A Caravan Shotgun deals +1 bonus damage per die if it shoots buck shot ammo and has a range of 28 meters. At short 
and point blank range it deals its full 4d8+4 damage and does only deal local damage at point blank range as explained in the 
Rules Section. At short range the cone of area damage has a width of 1 meter. At medium range it deals only 3d8+3 damage but 
the covered area becomes 2 meters wide. At long range the damage drops to 2d8+2 but the area affected widens to 3 meters. 
Energy Cells follow special rules when it comes to damage and use. One charge released from any energy source always deals 
1d6 points of damage. Most energy weapons thus allow to release more charges at once from an energy cell to increase their 
damage output. Also, they deal bonus damage per die rather than a fixed value, similar to buck shot ammunition. Weapon 
grade energy containers are able to output all their charges at once if necessary and some energy weapons require a minimum 
charge output. The maximum charges of a respective energy cell are given in the table below. 

Some energy weapons have adaptive slots, able to hold different kinds of ammo, but energy cells are often modified to fit into 
other weapons (see Ammo Creation Rules below) or weapons are modified to hold different ammo (see Weapon Modifications). 
Since it is no longer possible to create energy cells because nobody ever found the necessary production equipment, probably 
because it was exclusive to only a handful factories of only a few contractors, recharging energy cells is the only way to recreate 
ammunition for your beloved Gatling Laser. Doing so requires an Energy Transformer (see General Equipment) and some kind 
of energy source, be it a hamster wheel or a Fusion Battery. How long it takes to create one charge to load an energy cell 
depends on the energy source used and is up to the GM, but as a general rule it is possible to charge an energy cell no quicker 
than 1 charge per minute. Fusion and fission cells work by transforming their "fuel" and can thus not be recharged. 

Creating ammunition is quite easy, if you have the proper tools and the necessary resources. Getting those is the tricky part! 
The following list gives the usual tools, resources and skill checks (including their general difficulty) necessary to create or 
recycle the different kinds of ammunition. The minimum skill level to create ammunition is always 4. 

Modifying energy cells to fit into larger or smaller ammo slots follows the same rules as creating ammo and only one step up or 
down is possible. Also there are cable adapters to make Fusion and Fission Batteries usable for energy weapons. They either 
link the battery directly to the ammo slot of a weapon, which has only low damage potential. Expensive adapters utilize an 
appropriate rechargeable energy cell and an Energy Transformer to constantly reload the ammunition cell with a larger battery. 
Note though, that all created or recycled ammunition with chemical or electronic parts, as well as modified energy cells or fusion 
and fission batteries automatically gain the "Homemade" modification! 

You can avoid this by using tools and resources of exceptional quality and а +5 penalty on the difficulty of the skill check! 


@ Bullets: Tools - Ammo Press; Resources — casings, gun powder, lead; Skills — Improvisation, Repair (Diff. 15) 
@ Recharging ECs: Tools — Electr. TK + Energy Transformer; Resources — energy source; Skills = Manipulation, Repair (Diff. 15) 
@ Resizing ECs: Tools — Electronic TK; Resources — scrap metal & electronics; Skills - Manipulation, Improvisation (Diff. 20) 
© Battery Adapters: Tools — Electronic TK; Resources – scrap electronics (+ Energy Transf.); Skills - Manip., Repair (Diff. 25) 
© 40mm Grenades & Flares: Tools - Ammo Press; Resources — casings, respective chemicals; Skills — Improv., Repair (Diff. 20) 
© Flamer Fuel: Tools — none; Resources — gasoline, Styrofoam, solvent OR detergent, maize, sugar; Skills — Science, Improv. (D. 20) 
@ Arrows, CB Bolts & Darts: Tools — General TK; Resources — wood, metal, feathers; Skills — Improvisation, Repair (Diff. 15) 

Name DMG Cost Modifications Notes 

5,56mm round 2d8 60 HM, AP, HP, IN, UR — 

9mm round 1d6 4@ НМ, AP, HP, IN, UR — 

10mm round 1d8 4@ HM, AP, НР, IN, UR — 

14mm round 2d6 6@ HM, AP, НР, IN, UR — 

32 cal round 1d4 4@ HM, AP, НР, IN, UR — 

308 cal round 2910 120 НМ, AP, HP, IN, UR — 

44 mag. round’ 246 10@ HM, AP, HP, IN, UR — 

50 cal round 3410 138 НМ, АР, HP, IN, UR — 

12 gauge slugs 2d6 за НМ, НР, №, ОВ — 


12 gauge buck shot” 4d8* 8a НМ, IN, CF, UR *Spreads in cone shape, -1 die per range increment (max. Long range!) 


7 Name DMG 
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Small Energy Cell (SEC) 
Energy Cell (EC)? 1d6/ch. 308 
Microfusion Cell (MFC)? ^ 1id6/ch. 45@ 
Heavy Energy Cell (HEC)?  1d6/ch. 708 
Electron Charge Pack (ECP) 1d6/ch. 908 
Mesmetron Power Cell Special* 1208 
Fission Battery (FIB) 1d6/ch. 1208 
Fusion Battery (FUB) 1d6/ch. 1758 
Arrows” 244 за 
> Crossbow Bolts? 344 за 
Darts“ 193 10 
Railway Spikes? 2d12 за 
Nails 1d3 34/5 
Flare (12 gauge) 1d3«* 408 
Mininuke 
Missile 
40mm Grenade 
Flamer Fuel" 2d10+* 20@/L 


Homemade (HM). 
Armor Piercing (AP) 


Hollow Point (HP) 
Incendiary (IN) 


Ceramic Flechette (CF) 


Uranium Rounds (UR) 


Slot Size (SS) 


* Battery Adapter 


1d6/ch. 208 


10d8+* 400429 See Weapon Mods! 
5d6+20* 25042 See Weapon Mods! 
Special* 40@ See Weapon Mods! 


HM 


AP, UR 

(AP), UR 

HM, AP 
(AP) 
(AP) 
HM 


HM 


8 charges, may be recharged with special device 
10 charges, can be recharged with special device 

17 charges, cannot be recharged 

20 charges, can be recharged with special device 

30 charges, can be recharged with special device 

10 charges, cannot be recharged 

Needs battery adapter (see Ammo Mods), 100 charges, max. output: 1 

charge/round, cannot be recharged, about the size of a normal food can 

Needs battery adapter (see Ammo Mods), 300 charges, max. output: 1 

charge/round, cannot be recharged, about the size of a car battery, adds +1 

to EV of any item, when used as an improvised power source! 

Soft Armor has only half SP vs. normal arrows because of their bladed heads! 

Always armor piercing. 

Always armor piercing 

Always armor piercing 

*fire damage (2d10/1d10/1d6 over 3 rounds) 

*AoE: 30m, +20 radiation damage, +1 EV per piece! 

*AoE: 8m, +1 EV per 2 pieces (rounded up!) 

*depends on type (= thrown version), Frag, Pulse, Plasma, Incendiary or Gas. "^ 
*deals area fire damage for 12 rounds: 10x 2d10, 1x 1d10, 1x 1d6. | 
adds +1 to weapon's EV рег 10L carried. 


The weapon is considered Unreliable when firing the bullet. Weapons that are already Unreliable for whatever x0.75 


reason add an additional +2 to their weapon jam rolls! 


- — 
Long hardened bullets with a sharpened tip. These cut through Hard Armor easily, which only has half their SP x2.5 а 
against them. Armor Piercing arrows use heads similar to Cross Bow Bolts and lose their effect on Soft Armor! a 
This bullet splinters on impact. Hard Armor SPs are doubled, but ammo damage dice are doubled as well! х2.5 —— 
Magnesium іп the bullet is ignited when firing. Every such bullet deals +196 fire damage рег round for З rounds x3 
starting on impact. Note that armor and resistances work against each damage source separately, as normal! — 


The solid ceramic 12 gauge shotgun shell splinters into sharp shrapnel when fired. The splinters cut through Soft х2.5 
Armor easily, which has only half SP, but can't penetrate Hard Armor well, which has double SP against them. 


The most dangerous ammo in the wasteland! Uranium is extremely hard and has the same effect as the Armor x5 
Piercing modification but also every bullet counts as a Medium Radiation Source with a few centimeters range, 

affecting anyone carrying them or having them inside of their body. When carrying such ammo armor Rad Resist 

applies. Five bullets cumulate to a Strong and twenty-five bullets to a Very Strong Radiation Source! Any bullet ne 
that deals damage to a creature leaves enough shrapnel to affect it until removed! Even after that, particles still 

poison the body, counting as a Very Weak Radiation Source until neutralized with a Rad Away or similar drug! 


Energy Cells modified this way are either built into a frame to fit into a bigger ammo slot or have an adapter x2 
attached to fit into a smaller ammo slot. Due to construction issues and problems with energy transference 

rates, it has been impossible so far to adapt cells more than one size up or down. (SEC > EC > МЕС > НЕС > ECP) 

Battery adapter come in two forms. The simple version is an ammo cell shaped adapter connected to a normal «8042 
Fusion or Fission Battery via a cable. This version limits the energy output of the weapon to the normal limit of Or 
the battery (1 charge / round). People have tried to do this with energy cells instead of batteries but always 42000 
fritzed their guns so far! A way more elaborate version uses an actual, modified, ammo cell, which is reloaded 

constantly via an energy transformer switched in-between the battery and the ammo cell. 


№ 7 
P > 
Small Guns  . ; =o 
.32 Pistol Р +1 52т VR P +0 500 
* Revolver: reloading with quick loader takes 1 action. Without, it takes two full rounds! .32 cal. +5 6 1 
Chinese Pistol P -1 52т UR J +0 450 
10mm +5 10 2 + 
9mm Pistol P +0 52т VR J +0 60@ 
9mm +6 10 2 - 
10mm Pistol’ P 40 52m VR J +0 750 Ы 
10тт +7 15 2 ` 
Police Revolver” P +2 52m VR J +0 650 4 
* Revolver: reloading with quick loader takes 1 action. Without, it takes two full rounds! 10mm +6 8 2 
Ranger Sequoia’ P +0 52т SR J +0 100@ 
a  * Revolver: reloading with quick loader takes 1 action. Without, it takes two full rounds! 44mag. +9 6 1 А 
Silenced Single Shot Pistol P *0 24m ST P +0 900 
Built-in Suppressor 10mm +8 1 1 
10mm Revolver? P *0 52m VR J +0 1206 
=  * Revolver: reloading with quick loader takes 1 action. Without, it takes two full rounds! 10mm +10 6 2 
14mm Pistol’ P -1 52т УВ J +0 1308 
14mm +11 6 1 
ч 44 Magnum Revolver? P 40 52m VR 1 +0 155@ 
* Revolver: reloading with quick loader takes 1 action. Without, it takes two full rounds! A4mag +10 6 1 
1 44 Auto Pistol" P +0 52т ST J +0 160@ 
44mag +8 12 3 
5.56mm Pistol" P +1 80m VR J +0 1700 
* Revolver: reloading with quick loader takes 1 action. Without, it takes two full rounds! 5.56mm 49 6 2 
9mm SMG? SMG +1 160т ST J +0 145@ 
9mm +7 35 25 
10mm SMG” SMG +0 200m VR J +0 175@ 
10mm +10 40 20 
5.56mm SMG” SMG +0 200m ST L +0 210@ Р 
3 5.56mm +11 30 20 
Infiltrator ^ SMG +2 200т ST L +1 3508 


Built-in Optical Scope and Suppressor. 5.56mm +7 60 30 


12 
^ 
| < 
, 
16 е 
Legend: Type (P=Pistols, SMG-Submachineguns, SHG-Shotguns, RIF-Rifles, HVY-Heavy" Weapons, М=Меее Weapons, MA=Martial Arts Weapons, 


B=Brawl Weapons, EX-Exotic Weapons, T=Thrown Weapons (Skill Throwing!)), Reliability (VR=Very reliable, ST=Standard, UR-Unreliable), Concealability ү" 
(P=Pocket, J=Jacket/Coat, L-Long Coat, N=Can’t be hidden), Encumbrance Value, +Damage (bonus damage from weapon), Number of Shots, Rate of Fire. 
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Small Guns (continued) 


Flare Gun 


*can shoot any 12 gauge ammo: is treated as Unreliable & buck shot pattern width x 1.5. 
Flare shells deal 193 dmg + 2d10/1d10/1d6 fire dmg over 3 rounds starting in the round 


P 


the target was hit, can be removed with a normal action. 


Dart Gun” 


*adds effect of a liquid substance to DMG if it penetrates armor 


Нан Tools Modified Nail Gun” 


Р 


SMG 


*Nails are always Armor Piercing, also against Soft Armor 


Railway Rifle” 


*Railway Spikes are always Armor Piercing 


Sniper Rifle 
Built-in Optical Scope 


Anti-Material Rifle" 
Built-in Optical Scope 
Hunting Rifle? 
Lever Action Rifle” 
Brush Gun” 
Varmint Rifle 
Automatic Rifle" 
American Assault Rifle 
Chinese Assault Rifle” 
Xuanlong Assault Rifle?" 
Service Rifle” 
Marksman Carbine” 


*Built-in Electronic Sight 
Sawed-off Shotgun 


Buck shot pattern width x 1.5! 
Double Barrel Shotgun" 


Caravan Shotgun ^ 
Hunting Shotgun ^ 
Combat Shotgun” 


Riot Shotgun” 


RIF 


RIF 


RIF 


RIF 


RIF 


RIF 


RIF 


RIF 


RIF 


RIF 


RIF 


RIF 


RIF 


SHG 


SHG 


SHG 


SHG 


SHG 


SHG 


-3 


+2 
+3 
-1 
+1 
+0 
+1 
+1 
+1 
+0 
-2 
+1 
+0 
+1 
-1 
+2 (+3*) 
-2 
+0 


+0 


52т 


32т 


8т 


80m 


600m 


800m 


400m 


500m 


100m 


300m 


400m 


500m 


400m 


440m 


400m 


500m 


12m 


68m 


28m 


52m 


52m 


52m 


Ere es Є MEC 
ر‎ * 
VR* P +0 450 
12g flare *0 al 1 
SE 
ST J +0 85@ 
Darts +2* J 1 
VR J +0 1100 
Nails* +3 120 1/40 
UR N +1 185@ 
Railway Sp.* +10 8 1 
ST N +1 320@ 
.308cal. +13 10 1 
UR N +1 370@ 
.50са|. +17 10 1 
VR N +1 110@ 
.32cal. +10 8 1 ‘ 
VR N +1 130@ 
10mm +11 10 2 
VR L +1 145@ 
10mm +14 9 2 
VR N +1 165@ 
5.56mm +9 12 3 
UR N +1 170@ 
.308са|. +8 20 2/10 
VR N +1 230@ 
5.56mm +9 30 20 
ST N +1 200@ 
5.56mm +10 35 3/30 
VR N +1 265@ 
5.56mm +11 35 3/30 
VR N +1 210@ 
9mm +11 20 1/10 
ST N +1 300@ 
10mm +12 35 2/20 
ST J +0 90@ 
12gs|b +5|+0/die 2 2 
VR N +1 140@ 
12gs|b  +9|+2/die 2 2 
ST N +1 160@ 
12gs|b +8|+1/аіе 4 2 
ST L +1 155@ 
12gs|b +7|+1/аіе 5 2 
UR N +1 230@ 
12gs|b  +6|+2/die 20 2/10 
ST N +1 270@ 
12gs|b +7|+1/аіе 20 3/10 


Legend: Type (P=Pistols, SMG=Submachineguns, SHG=Shotguns, RIF=Rifles, HVY=Heavy Weapons, M=Melee Weapons, MA=Martial Arts Weapons, 
B=Brawl Weapons, EX=Exotic Weapons, T=Thrown Weapons (Skill Throwing!)), Reliability (VR=Very reliable, ST=Standard, UR=Unreliable), Concealability 
(P=Pocket, J=Jacket/Coat, L=Long Coat, N=Can’t be hidden), Encumbrance Value, +Damage (bonus damage from weapon), Number of Shots, Rate of Fire. 


В19 бип$ 
Мате Type Accuracy Range Reliability Conceal EV 
Buc" Е 2 ыр Ammo +DMG #Shots 
Minigun“ HVY -5 300m ST N +2 
ue Minimum ST: 7, needs ammo backpack if not mounted. 5.56mm +7 1000 
м Shoulder Mounted Machine Gun? HVY -2 440m ST N +2 
У Minimum ST: 6, needs ammo backpack, can't be mounted on а normal weapon mount! 308cal 47 500 
d Gatling Laser? HVY _ -2(3* 200m VR N +2 
t Min. ST: 6, Power Adjust: 3 — 6 ch./shot; *Laser Sight off, see Energy Weapon rules! НЕС/ЕСР +1/сһагве (5 slots) 
x Sprtel-Wood 9700 Gatling Laser" HVY -2 (-3*) | 320m VR N 42 
Min. ST: 6, Power Adjust: 4 — 7 ch./shot; *Laser Sight off, see Energy Weapon rules! HEC/ECP +2/charge (5 slots) 7 
Heavy Machine Gun? HVY -1 600т UR N +1 4508 
Minimum ST: 5, *with ammo backpack or when mounted .5Ocal. +13 30/250* 10 
Arc Welder’ HVY -3(+0*) 8m ST N +2 400@ 
Minimum ST: 6, Power Adjust: 2 — 4 ch./shot, deals electricity damage, affects the whole | EC/MFC/ *3/charge (1 slot) T 
body, generates cumulative +2 bonus to hit roll for every successive successful attack HEC/ECP 
against the same target, *accuracy against targets made of metal or wearing metal armor 
covering the Torso or 3 or more extremities. 
Flamer’ HVY +2 20m UR N +2* 450@ 
Minimum ST: 5, area weapon, covers area from "target" to 5m before shooterand4m Flamer Fuel +3/die 10 (4 50L)* 1! 
wide, use grenade pattern on miss, оп fumble shooter is always also in the covered (see Ammo) 
area. *needs ammo backpack, a loaded or empty Flamer adds +2 to the total EV as 
noted, but 10L of carried Flamer Fuel also adds +1 to Total EV. 
Heavy Incinerator HVY +0 40m ST N +2* 550@ 
Minimum ST: 6, area weapon, covers an area with a 2m radius around the target, use Flamer Fuel +3/die 20 (£ 50L)* 2 
grenade pattern on miss, * no backpack needed, else: see Flamer (see Ammo) 
Rock-It Launcher” EX (Big 6.) ES 20m UR N +2 250@ 
*almost any hard object of sufficient weight up the size of a basketball: Special* +5 10* i 
small object (e.g. baseball): 1d10 dmg, shot space: 2 (also (* power 
medium object (e.g. filled tin can): 2910 dmg, shot space: 4 needs a source) 
large (e.g. fusion battery): 3d10 dmg, shot space: 8 power 
objects take space in supply funnel depending on size, 1 shot drains 1 charge source) 


s Legend: Type (P= Pistols, ‘SMS цав: SHG-Shotguns, RIF=Rifles, HVYsHeavy Weapons, M=Melee Weapons, MA=Martial Arts Weapons, Р 
ion КЕ Brawl Weapons, EX=Exotic Weapons, T=Thrown Weapons (Skill Throwing!)), Reliability (VR=Very reliable, ST=Standard, UR-Unreliable), Concealability 
ne зе yclacket/coat, Eton. Coat, N-Can't be hidden), Encumbrance Value, «Damage (bonus damage from weapon), Number of Shots, Rate of Fire. 
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Energy Weapons s 


Э In general the power output of Energy Weapons can be adjusted. All energy weapons have a range of charges they can fire рег 
shot, which directly affects the damage of the shot fired. One charge always deals 1d6 points of damage and Bonus Damage of 
weapons is given per charge (or per damage die if you will). Changing power output requires an action. 

Also the Number of Shots entry gives the number of Power Source Slots the weapon has. The actual number of shots a loaded 
weapon can fire is.depending on the power source(s) used and the number of slots filled with these power sources (see 
Ammunition!). Thus the Number of Shots varies depending on the charges depleted per shot fired. All power sources given in a 
n weapons entry can be mixed and modified weapons can be loaded with bigger power sources (see Ammo Extension 
Modification for weapons). Smaller power sources and normal batteries usually do not have sufficient power output per round 
to power the weapon. If a power source has less charges left than the weapon is set to per shot, it can't be fired unless the 
power output of the weapon is adjusted to the amount of charges left, if that is possible. 
> Laser Weapons project focused low frequency beams of light with immense power. The energy output is compressed to high 
frequency pulses over a very short period and thus damages the target rather by evaporation than a slow thermal reaction. 
Therefore Fire Resistance will not apply to laser weapons. Firing a laser weapon is also quite different to a normal projectile gun. 
There is no recoil, the damage happens instantly and the projected beam of light offers the shooter a longer timeframe to 
adjust to the target and is not at all affected by wind, gravitation and many other physical influences affecting a normal bullet. 
Because of this, laser weapons are usually extremely accurate and most notably the shooter ignores penalties for a moving 
target with an Agility Score of more than 5. Thus, moving target penalties are always only -3! 
Also laser weapons are automatically equipped with the Laser Sight and Suppressor Modifications. Only Heavy Laser Weapons 
are not suppressed. Changes of these modifications are already calculated into the statistics of the weapon. 
Laser Weapons are also notorious to blind people when shooting them in the face, so long the target survives, that is. If a 
shooter hits the head hit location, the target needs to immediately make a Dodge & Escape check vs. the hit roll of the attacker 
to avoid being completely blinded for 3 rounds. Anything that protects the target's eyes from light or flashbang grenades, etc: 
adds its bonus to this check as well. If the target is explicitly attacked from behind, it cannot be blinded from a laser. 
> Plasma Weapons project ultra-heated bolts of plasma at a target, engulfing the target and damaging it by a thermal reaction. 
Usually the plasma damages the whole target creature as an area weapon would, thus you don't roll for a hit location and the 
damage is reduced by the Average SP. The GM may decide though, that the target is too big to be engulfed completely. If so, 
handle hit location and damage normally. 
Plasma damage is very similar to fire damage and follows all rules that apply to fire damage as well, except that it is able to 
pierce through Fire Resistance, which works only half as good against plasma as it does against normal fire. Also, because 
plasma and fire damage work similar a target hit by a plasma weapon might catch fire if it fails on a Dodge Check (Diff. = Hit Roll 
of attacker). The burning plasma and its remaining heat deals 2d10+6, 1d10+3 and 1d6+3 fire damage for 3 rounds starting the 
round the target was hit and following the same rules as the weapon damage, as described above. If no target is hit, the plasma 
always burns for 3 rounds, dealing burn damage to everything passing through it and thus posing a dangerous barrier. On a 


miss use the grenade pattern to determine where the plasma might impact instead. | 
Projecting plasma with magnetic fields is a complex and dangerous process. Also the "projectile" is rather slow and hitting with 4 
a plasma weapon can be difficult. 
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is Laser Pistol ЕХ (EW) +2 (+1*) 160m J 
А 7 Power Adjust: 1 — 3 ch./shot, built-in Laser Sight & Suppressor; *When Laser Sight is off SEC/EC +0/charge (1 slot) 1 
с. ‚ Laser Rifle’ EX (EW) +3 (+2*) 300т VR L +1 2108 
Power Adjust: 4 — 6 ch./shot, built-in Laser Sight & Suppressor; *When Laser Sight is off EC/MFC +1/charge (2 slots) 2 
TriBeam Laser Rifle? ЕХ (EW) +0 (-1*) 68m ST L +1 250@ 
Power Adjust: 2, 4, or 6 ch./shot, built-in Laser Sight & Suppressor, 3 fanned out lasers MFC +3 per die (3 slots) 1! 
cover the area in front of the shooter and effectively work like a shotgun! *Laser Sight off (-1 die / range!) 
ps Plasma Pistol EX (EW) -4 200т UR 1 +0 2100 
- SE Power Adjust: 2 — 4 charges/shot SEC/EC +1/charge  (1slot) 1 aris 
_ - 1 Plasma Defender” EX (EW) -2 240m VR J +0 2450 Fi 
E -.. Power Adjust: 2 — 5 charges/shot SEC/EC/MFC +1/charge  (1slot) 1 
Ў —— ^ Plasma Rifle’ EX (EW) ES 320m ST N +1 3109 | 
1 Power Adjust: 5 — 7 charges/shot MFC/HEC +2/charge (2 slots) 1 | | 
+, MultiPlas Rifle" EX (EW) -3 200m ST N +1 3600 | 
UV. Power Adjust: 5 — 7 ch./shot, multiple smaller plasma projectiles cover the area in front +2 per die 
3 ds of the shooter and effectively work like a shotgun! MFC/HEC (-1 m range!) (3 slots) 1 i 
4 *. Sonic Emitter" EX (EW) 40 24т* VR P 40 2900 
" E *Depletes 2 charges per shot and does not deal damage, instead targets in a Shotgun SEC/EC* _* (1 slot) 1 fe 
д Pattern (5 meters wide!) hit for 2 subsequent rounds need to succeed on ап EN Check i 
s | (Diff. 15) or suffer from heavy disorientation and nausea. FÉ 
il Э Success: Debilitation (-4 to all actions for 1d6 rounds) 4% 
> Failure by 1 - 3: Incapacitation (AG reduced to 1 for 1d6 rounds) 
3> Failure by 4+: Unconscious for 2 rounds, then incapacitated for 1d4 rounds L 
Exceptional hearing increases the Difficulty to 20, sound protection and most helmets | 1 
reduce Difficulty to 10, deaf creatures are immune to the effect. 
Tesla Cannon? EX(EW) -2 (+1*) 16т ST N +2 2600 | 
: Power Adjust: 3 — 5 ch./shot, deals electricity damage, affects the whole body, MFC/ +5/charge (3 slots) 2 і 
cumulative +2 bonus to hit for every successive successful attack against the same target, НЕС/ЕСР 
*accuracy metal targets or metal armor covering the Torso or 3 or more extremities. 24 
Gauss Rifle” EX (EW) +1 1600m ST N +1 390@ 
Depletes 2 charges per shot, comes with built-in Optical Scope and works like a Special 7mm projectiles 5 / (1 slot) 1 — 
suppressed weapon, two types of ammunition, reloading takes twice as long. + EC (Damage 2d20+6) ; 
Mesmetron™ EX (EW) +0 16m*  VR/UR* N +1 2108 ' 
*Depletes 1 charge per shot from a Mesmetron EC and 6 charges from a properly Special c (1 slot) il 
; modified MFC (Manipulation (Diff. 25) and treat as Unreliable), does not deal damage, Меѕтеїгоп 
: instead targets in a Shotgun Pattern need to succeed on an IN Check (Diff. 15) or suffer ECora 
| from heavy disorientation, nausea and even brain damage. ш Пат 
3 Э Success: Debilitation (-4 to all actions for 1d6 rounds) | 
| МЕС* | | 


Э Failure by 1 - 4: Target falls into stupor for 1d6 rounds 

> Failure by 5 - 7: Frenzy for 1d6 rnds (attacks nearest creature by any means) 

> Failure Бу 7+: Cranial eruption (2d6 dmg to the head, only BTM applies!) 
Creatures without an organic brain are immune, vermin and mindless critters, as well as 
creatures wearing metal helmets have the Difficulty reduced to 10. 


Legend: Type (P-Pistols, SMG-Submachineguns, SHG=Shotguns, RIF=Rifles, HVY=Heavy Weapons, M=Melee Weapons, MA=Martial Arts Weapons, 


_B=Brawl Weapons, EX=Exotic Weapons, T=Thrown Weapons (Skill Throwing!)), Reliability (VR=Very reliable, ST-St 


(P=Pocket, J=Jacket/Coat, L=Long Coat, N=Can’t be hidden), Encumbrance Value, +Damage (bonus damage from weapon), Number of Shots, Rate of Fire. 
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Thrown Explosives 


Frag Grenade T +0 ST x 5m* 
Pulse Grenade" T +0 STx5m* 
Plasma Grenade’ T +0 STx5m* 
*see Plasma Weapon Rules; plasma explosion damage is not treated as energy damage! 
Flash Bang Grenade* т +0 STx5m* 


*damage is reduced by headwear and BTM only and only if the headwear worn 
covers eyes and/or ears, roll Stun Save normally if triggered by damage (and 
handle separately), but also roll a Stun Save minus the damage taken: 
on success target is disoriented (-4 to all actions) for 2 rounds (eye and ear 
protection can negate this effect), on fail cumulatively reduce the penalty by 2 
for subsequent saves to recover from Flash Bang stun; only the highest Stun 
penalty counts, if multiple Flash Bangs or similar effects affect a target. 


Incendiary Grenade or Gas Grenade’ T +0 
Both versions explode and release a highly flammable or another kind of gas, 
*Fire damage is 2d10/1d10/1d6 as normal if objects in area are not set on fire. 


Immolation Grenades’ J -3 ST x 3m** 
Improvised explosive; Creation: Science (Diff. 20) or Improvisation, Manipulation, Traps 
(Diff. 15), needs a gas container (i.e. Fire Extinguisher), small amount of gun powder and 
a grenade fuse, min. Skill: 5 
*Range multiplier is reduced to 3m due to weight (see Combat Rules > Throwing), 

gas explosion might set area on fire but does not deal normal continuous fire damage! 


Fire Bomb/Molotov Cocktail" Т -2 STx5m* 
Improvised explosive; creation: Science (Diff. 15) or Improvisation, Manipulation, Traps 


STx5m* 


(Diff. 10), needs a glass bottle, at least 0.5 liters of flamer fuel or some similar liquid and a 


piece of cloth, min. Skill: 3 
*Fire dmg is 10x2d10/1x1d10/1x1d6 over 12 rounds, if objects in area are not set on fire. 


МЕС-бгепайе? т -1 STx5m* 
Very unstable improvised explosive; Creation: Science, Improvisation, Manipulation or 
Traps (Diff. 20), needs a fully loaded Micro Fusion Cell, a small amount of explosive and 
a grenade fuse, min. Skill: 6 


Nuka Grenade? т ЕП STx5m 
Improvised explosive; Creation: Science (Diff 15) or Improvisation, Manipulation or 
Traps (Diff. 20), needs a can or other metal container, one bottle of Nuka Cola 
Quantum, Turpentine, Abraxo Cleaner (or a substitute) and a grenade fuse. 

*Might set area on fire but does not deal continuous damage, min. Skill: 7 


Tin Grenade? т -1 STx5m 
Improvised explosive; Creation: Science, Improvisation, Manipulation or Traps (Diff. 10), 
needs a tin can or similar container, shrapnel pieces, gun powder and a grenade fuse, 
min. Skill: 4 

Dynamite" T -2 
*max. 20m. Creation: Science (Diff. 15) or Traps (Diff. 20), needs nitroglycerin 

and other chemicals, min. Skill: 5 
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ST x5m 


VR P 

6m 4d6+10 

VR Р 

6m* 4410 electr.* 

VR P 

2m* 2d6+25 plas.* 

ST P 

8m 3d4 
non-lethal 
damage* 

ST J 


4m* 1d6 + fire 
or gas effect" 


UR N 
8m* 3d6 
* 3d6 fire* 
UR J 
1m*/O.5L 1d6 +Яге** 
UR P 
ат“ 4d6 + 4d6 
electricity" 
ST J 
8m* 246 + 
4d6 fire^* + 
4d6 acid" + 
446 radiation" 
UR J 
4m 3d6 +8 
VR J 
2m/stick* ^ 2d10/stick 


+0 


(1) 
+0 
(1) 
+0 
(1) 
+0 
(1) 


+0 
(1) 


+1 
(1) 


+0 
(1) 


+0 
(1) 


+0 
(1) 


+0 
(1) 


+0 
(1) 


55@ 
(1) 
60а 
(1) 
85@ 
(1) 
609 
(1) 


600/500 
(1) 


559 
(1) 


35а 
(1) 


зоа 
(1) 


909 
(1) 


450 
(1) 


704 /stick 
(1) 


"do not reduce Energy Damage in outer AoE radius (х1.5 to x2.0)! "Extreme range can only be reached with a run-up of at least 5m! 


Legend: Type (P=Pistols, SMG-Submachineguns, SHG=Shotguns, RIF-Rifles, HVY=Heavy Weapons, M=Melee Weapons, MA-Martial Arts Weapons, B=Brawl 
Weapons, EX-Exotic Weapons, T=Thrown Weapons (Skill Throwing!)), Reliability (VR=Very reliable, ST=Standard, UR-Unreliable), Concealability (P=Pocket, 
J-Jacket/Coat, L=Long Coat, N=Can’t be hidden), Encumbrance Value, Area of Effect, Damage (full damage of weapon), Number of Shots, Rate of Fire. 


_ Mines апа Triggered Explosives M a 


> Manufactured mines and other triggered explosives from before the War have equal statistics to their grenade equivalents. 

> Four types of triggers are common among proximity mines and other triggered explosives. These are Mechanical Triggers (i.e. 
э normal step-on mine triggers or wire triggers), Radio or Electrical Triggers (usually triggered from a distance by a detonator 
: device), Timed Triggers (i.e. an attached egg timer, a grenade fuse or the simple but effective fuse cord) and Sensorial Triggers 


(very flexible by utilizing a Sensor Module to trigger on different sensor приз (те. thermal, vibration, impact, magnetic, light, 


gas concentration, etc., etc., etc.)). Trigger modifications may be applied to any triggered explosive device (see Weapon Mods). 


The weapons listed below represent their most common versions, but in most cases any trigger or even combinations ok 


- triggers (mostly timed triggers with any other) are possible. 


Frag Mine (Traps) \ mechanical 


6m 4d6+10 
Pulse Mine” (Traps) Om mechanical VR J 
6m* 4d10 electricity" 
Plasma Mine? (Traps) От mechanical VR ] 
*see Plasma Weapon Rules; plasma explosion is not treated as energy damage! 2m 2d6+25 plasma* 
C4 Plastic Explosive" (Traps) (about 100m) radio/electrical VR* L 


*max. 28m. Creation: Science (Diff. 25), needs sophisticated chemical lab and multiple 4m/0.5kg* 2d10+10/0.5kg 

| hard to come by chemicals, min. Skill: 8 

Satchel Charge” (Traps) (Om) (timed) ST N 

Tightly packed dynamite charge embedded in shrapnel usually inside a satchel or bag 6m/0.5kg  2d10+16/0.5kg 
for transportation, timed triggers are common but triggers vary greatly. 
Creation: Improvisation, Manipulation or Traps (Diff. 10), a 0.5kg charge needs 2 sticks 
of dynamite, shrapnel material, metal wrapping + wire and a trigger (i.e. a clock or egg 
timer for a timed trigger or a sensor module), min. Skill: 5 


| Bottlecap Mine’ (Traps) 1m sensor (vibr.) ST L 
Standardized self-made proximity mine, construction uses advantages of common 8m 1d6+2 damage 
T lunchbox shape and surprisingly high shrapnel potential of bottle caps if prepared and per 10 bottle caps 


organized in the right fashion. 

ES , Creation: Science, Improvisation, Manipulation or Traps (Diff. 20), needs a lunchbox, 30 

у у to 100 bottle caps, 5 cherry bombs per 10 caps (or 1 stick of dynamite per 30 caps ога 
handful of gunpowder per 10 caps) and a sensor module, min. Skill 7 


Powder Charge’ (Traps) J +0 UR J 
Improvised explosive, equals a tin grenade with a sensor module or different trigger. 4m 3d6+8 
Creation: equal to tin grenade but: Diff. 15, needs a sensor module instead of a grenade 
fuse, min. Skill 5 


Dynamite Time Bomb’ (Traps) (Om) timed VR J 
*max. 20m. Creation: Science (Diff. 15), Improvisation, Manipulation or Traps (Diff. 10), 2m/stick* 2d8/stick 
needs at least one stick of dynamite, some scrap metal and an egg timer (or suitable 
substitute), min. Skill 4 


Fat Mine’ (Traps) 2m sensor (thermal) VR N 
x Very dangerous self-made proximity explosive. 30m* 10d10 
Ҹу i Creation: Science, Improvisation, Manipulation or Traps (Diff. 20), needs a mini nuke, a +20 radiation 
Y sensor module and a very steady hand!, min Skill: 7 damage* 


"do not reduce Energy Damage in outer AoE radius (x1.5 to x2.0)! 


* 


*0 
(1) 


+0 
(1) 


+0 
(1) 


+1 
(1) 


750 
(1) 
85а 
(1) 
1208 
(1) 
175 @/0.5kg 
(1) 


200 @/0.5kg 
(1) 


304 /10BCs 
(1) 


650 
4m 


80 @ /stick 
(1) 


450@ 
(1) 


Legend: Type (P-Pistols, SMG-Submachineguns, SHG-Shotguns, RIF-Rifles, HVY=Heavy Weapons, M=Melee Weapons, MA=Martial Arts Weapons, B=Brawl 


Weapons, EX=Exotic Weapons, T=Thrown Weapons (Skill Throwing!)), Reliability (VR=Very reliable, ST=Standard, UR=Unreliable), Concealability (P=Pocket, 
- J=Jacket/Coat, L=Long Coat, N=Can’t be hidden), Encumbrance Value, Area of Effect, Damage (full damage of weapon), Number of Shots, Rate of Fire. 


Grenade and Missile Launchers 


“Fat Man" Tactical Nuclear Catapult HVY -5 300m ST N +2 8006 
A tactical nuclear grenade launcher. Needs 3 full rounds to reload! Mini Nuke? 10d10 and зот“ 1 1 
*Mini Nukes are big and heavy, a loaded or empty Fat Man adds +2 to the 20 radiation 
total EV as noted, but any carried Mini Nuke also has an EV of +1. damage" 

Missile Launcher? HVY +1(+2*) 500т VR N +2* 3750 
A Tactical missile launcher. Needs 2 full rounds to reload! *Built-in El. Sight; Missiles“ 5d6+20 8m 1 1l 
*a loaded or empty Missile Launcher adds +2 to the total EV as noted, but 
any 2 carried Missiles also add +1 (round up!) to the Total EV. 

Grenade Launcher? EX (Small G.) +1 240т ST N +1 650@ 
Shoots 40mm versions of common pre-War thrown grenades (Frag, Pulse, 40mm “grenade £ grenade 3 1l 
Plasma, Incendiary or Gas Grenades), Grenade types can be mixed but they grenades 
will be shot in the loaded order, changing the order equals reloading the 
weapon, needs 1 full round to reload! 

*do not reduce Energy Damage in outer AoE radius (x1.5 to x2.0)! 
3 


t os 
> 


Primitive Missile Weapons: 


Half Bow BOW +1 60т ST L +0 350 
Minimum ST 3 to draw the bow and fire it accurately. Arrows +2 1 2 
Long Bow BOW +0 100т ST N +1 450 
Minimum ST 4 to draw the bow and fire it accurately. Arrows +5 1 1 
Pre-War Sports Bow BOW +2 150т VR N +1 950 
Minimum ST 3 to draw the bow and fire it accurately. Arrows +7 3 2 
Light Crossbow XBOW +1 60т ST L +1 55 @ 
Min ST 3 to draw the crossbow, but not for firing it. Loading a crossbow takes 1 full round! СВ Bolts +3 1 1 
Crossbow’ XBOW +1 80m ST N +1 700 
Min ST 4 to draw the crossbow, but not for firing it. Loading a crossbow takes 1 full round! СВ Bolts +4 1 1 
Heavy Crossbow XBOW +0 120m ST N +1 85@ 
Min ST 5 to draw the crossbow, but not for firing it. Loading a crossbow takes 1 full round! СВ Bolts +6 1 1 
Pre-War Sports Crossbow XBOW +2 150m VR N +1 130@ 
Min ST 4 to draw the crossbow, but not for firing it. Loading a crossbow takes 1 full round! СВ Bolts +8 1 1 
Sling EX (PMW) -1 20m UR P +0 156 
*also add ST damage modifier Stone or Steel Pellets — 1d4* 1 1 
Boomerang” EX (МЛ) 5 ST x 4m VR J +0 250 
*also add ST damage modifier, weapon returns to thrower on miss. = 2d6+2* 1 1 


S Mus 


Legend: Type (P=Pistols, SMG-Submachineguns, SHG=Shotguns, RIF=Rifles, HVY=Heavy Weapons, M=Melee Weapons, MA-Martial Arts Weapons, B=Brawl 
Weapons, EX=Exotic Weapons, T=Thrown Weapons (Skill Throwing!)), Reliability (VR=Very reliable, ST=Standard, UR=Unreliable), Concealability (P=Pocket, 
J=Jacket/Coat, L=Long Coat, N=Can’t be hidden), Encumbrance Value, Area of Effect, Damage (full damage of weapon), Number of Shots, Rate of Fire. 


enjoy a siti) break 
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Weapon Modifications: 


> The Condition of a weapon often decides over life and death! So maintain yours properly! How to do this is described in the 


Item Rules section earlier together with the rules for repairing and creating items. Weapons in good condition (Condition 4 to 6) 
suffer no penalties, but weapons in bad condition (Condition 1 to 3) do suffer penalties, mainly to Accuracy and effective Range. 
Since a bad condition modifies a weapon's stats, all categories of Weapon Mods also include the Bad Condition modification. 
Bad Condition is not an actual modification and does therefore not follow any of the following rules (like increasing EV etc.) 
There are Different Categories of Weapon Modifications covering all weapon types. These are Melee Weapon Modifications, 
Ranged Weapon and Launcher Modifications, covering all Small Guns, Big Guns, Energy Weapons and Launchers, Primitive 
Missile Weapon Modifications and Grenade, Trap and Explosives Weapon Modifications, covering all Grenades, Proximity 
Explosives and Launcher Ammunition! 

Different Types of ranged weapons in the ranged weapon category are also separated in by "weapons" entry in the table 
below. Generally any "Modification Item" like an Optical Scope or a Folding Stock can be applied to any weapon of one Type. A 
Pistol size scope, for example, can be attached to any Weapon of the Pistol type without too much effort, but is too small for a” 
Rifle. Other items might not follow this rule. A Laser Sight is probably attachable to any gun in some way and an Extended 
Barrel is obviously limited by its caliber. Generally the.same rules go for the different damage types of melee weapons. 
Incompatibilities among Modifications can have different reasons. Sometimes they arise out of their respective functions or 
because they can only occupy a certain slot (see Ranged Weapon Mods for example). 

Modifications may also increase the Encumbrance Value of a Weapon for they make it bigger, heavier and bulkier. One or two 
modifications do not change the EV, but more than two modifications to a weapon add +1 to its EV! 


Melee Weapon Modifications 


Е 
Э Melee weapons usually consist of two parts. There is always the head, dealing damage and usually there is some kind of handle 


to grab the weapon. Some Modifications need the weapon to have a handle or hilt or at.least some similar part to be modified. 
Other modifications change or add to the head, making it more dangerous. There is no special limit to the modifications at a 


melee weapon. Limitations are completely up to the GM! о 
Мате Description Incompatible Weapons Cost 
Poison Container A Poison Container is part of the hilt or handle, or any similar part of a melee Immolator and bladed or +65@ 
weapon. Weapons without a proper space to hold the container cannot be Shocker piercing 
equipped with this modification. The container holds one dose of a liquid modifications, | weapons 
poison, which can be activated deliberately without taking an action, or weapons only! 
applying the poison to the blade or spikes of the weapon. The poison stays with similar 


viable until the weapon hits something or until it rots. (also see Poison Rules) functions! 
Э Effect depends on the poison. Inhaled poisons can't be delivered this way. 


Shocker A Shocker weapon has an ammo cell slot in its hilt or handle, or any similar Poison metal 1750 


part of the weapon. Weapons without a proper space to hold the ammo cell Container and weapons 
cannot be equipped with this modification. The cell is connected to the metal — Immolator only! 
head, blade or spikes of the weapon, which needs to be insulated from the modifications, 

hilt! It can be activated and deactivated deliberately, which takes one action. or weapons 


Э +1d6 electricity dmg on hit. Every hit drains 1 charge from the ammo cell. with similar 
Special Attack: Touch enemy to shock him, on hit: instead weapon damage functions! 
enemy needs to make a Stun Save -2 or fall unconscious for 1 round! 
Immolator An immolator is a very dangerous and complex modification. The melee Poison fire resistant 412042 
weapon has a fuel container in its hilt or handle, or any similar part of the Container and weapons 
weapon. Weapons without a proper space to hold the container cannot be Shocker only! 
equipped with this modification. Small pipes lead from the container to the modifications, 
head, blade or spikes of the weapon, which can be set on fire! It can be or weapons 
activated and deactivated deliberately, which takes one round! with similar 
Э +146 fire damage; with a full container the weapon burns for 25 rounds; functions! 


Special Attack: Touch enemy to him on fire, on hit: instead weapon damage 
enemy starts to burn for normal burn dmg (2d10/1d10/1d6 over 3 rnds) 


Spikes | Barbed | Hooked If it is a blunt weapon, it is wrapped in barbed wire or some rusty nails are these Spikes: +208 
hammered through its head. The spikes of a piecing weapon feature a barbed modifications blunt w. only; 
hook and a bladed weapon is barbed itself. There are many ways to make a are Barbed: 
melee weapon more dangerous and create the nastiest flesh wounds! incompatible bladed or 
Э +3 to weapon damage! Blunt or bladed weapons gain piercing, and with each Piercing only! 
ES Е à ПАБ en (all at the GM's 
piercing weapon gains bladed type in addition to existing dmg type. other! discretion) 
Weighted Weights are added to the weapon to create a better weight distribution. The = allweapons +45@ 
weapon is a little heavier, but much more accurate and easier to handle! (at the GM's 
Unfortunately weights are not applicable to melee weapons that were discretion) 
actually made for combat, like swords, since they are weighted already. 
Э +1 Accuracy 
Bad Condition This is not an actual modification to a weapon (see Weapon Modification - all weapons * @ 


Rules and Item Details » Repair Rules). This entry covers the Bad Condition 
penalties conferred if a weapon is not maintained properly. Thus it does not 
count as a modification for a weapon but it adds changes to the weapon's 
stats and is therefore presented here! 

Э -3 Accuracy, Weapon Damage x 0.5, Reliability: UR 

*Value: Cond. 3 > 30% original Value; Cond. 2 > 20%; Cond. 1 > 10%)! 


Ranged Weapon and Launcher Modifications 


> Normal Guns can only hold so many Modifications before they become impractical. In this system it is possible to attach one 
mod on top of the body of a gun, one below the body, one on the barrel and one under the barrel. This is not necessarily 
realistic but makes for a good balance between realism and playability! Obviously two mods cannot occupy the same slot. 

Э In general all guns are equipped with iron sights to shoot at longer ranges. If these iron sights are removed or sight along the 
barrel and through the iron sights is blocked (i.e. by an on-barrel mod), the shooter will suffer a -3 penalty to his hit roll at 
Medium to Extreme ranges. Some Weapon Mods effectively replace the iron sights and negate this penalty when used (see 
respective Mods for details), but if they are deactivated or, if the shooter is unable to use them, the penalty applies again! 


Name Description Incompatible Weapons Cost 
40mm Grenade Launcher An underbody grenade launcher attachment for assault rifles. any underbarrel assault rifles +300@ 
Э Treat as separate weapon with all consequences (e.g. has +1 EV and & -body mods, only 
Concealment: N!); equals normal G.L., but with Shots 1 and Reliability UR. chopped barrel 
Bayonet Extension A knife-like weapon is attached under the barrel of the gun to make melee апу underbarrel SHG, RIF +55@ 
attacks with. Switching attack mode takes no action! modification, (ЕХ, ЕХ (EW); 
Э Use statistics of the weapon attached, but add +3 to melee damage. chopped barrel m pud 
Iscretion 
Ammo Extension Applicable to almost all weapons. Form and function depend on the weapon - all weapons 30% of 
type and can be as simple as an extended clip or as complex as external (at the weapon 
ammo cell slots wired into the original slot of an energy weapon. discretion of cost 
2 Multiply original Shots value by 1.5, might change usable ammo with the GM) 
energy weapons; Price depends on form. An actual change to the weapon О 
costs 30% of the original weapon price. № applicable to an ammo clip or the +400 
ammunition, prices are much lower. 
>. _ Chopped Barrel Sawing off the barrel of a gun makes it much less accurate and reduces its any barrel mod P, SMG, +15@ 
E 7 range, but it can be concealed a lot better. Also shotguns have a wider or barrel SHG, RIF, (EX) 
spread when shooting buck shot shells. mounted mod (all at GM's 
Э Range х 0.5, Concealment 1 category better; buck shot pattern width discretion) 
X 1.5; does not increase EV of the weapon! 
Extended Barrel| Choke — There are two variants of this modification. Either the barrel is extended Temporary and Р, SMG, 3400 
permanently, usually by exchanging it, or temporarily with a snap-on or SHG choke: SHG, RIF 
screw-on barrel extension. Attaching temporary versions takes one action! usually any (EX at GM’s 
Shotgun chokes follow the same rules and also change the shotgun spread. barrel mod or discretion) 
Э Range x 1,25, Concealment 1 category worse; buck shot pattern x 0,5, barrel mounted 
buck shot shells do localized damage in Short Range and Point Blank Range! mod 
Custom Grip The grip of the weapon is modified to better fit your hand. The handle might - All weapons 47542 
be carved from wood or a rubber cast of your hand. Handling the weapon is featuring a 
much easier for you now, but way less for anyone else except your clone! grip! 
Э +1 Accuracy for you, -1 Accuracy for anyone else (except your clone...) 
Folding Stock Pistols and SMG's have an extended stock attached to the weapon, which = P, SMG, +45@ 
can be folded for better concealment and generally smaller size. Larger SHG, RIF, and 
weapons have their stock replaced with a folding version, which offers less similar EX or 
stability than the original one but makes for much better concealment. EX (EW) 
Э Pistols, SMGs and similar Exotic or Energy weapons: weapons. 
Folded out: +1 Accuracy, Concealment 1 category worse; Folded: no changes. 
^ Э Shotguns, Rifles and similar Exotic or Energy weapons: 
к Folded out: -1 Accuracy; Folded: -2 Accuracy, Concealment 1 category better. 
"^ Bipod | Mount Connector The weapon is either equipped with а foldable underbody Bipod or it is апу underbody some SMGs, +35@ 
equipped with a weapon mount connector to mount it on weapon mounts of modification SHG, RIF, 
vehicles or power armor, or on simple tripods. It can even be equipped with HVY, and 
both, but only one bonus applies! similar EX or 
Э Adds +2 to weapon accuracy when weapon is set up properly. Also EX (EW) 
reduces any hit penalties from the movement of vehicles, etc. by half! weapons. 
Setting up a Bipod weapon takes one action, mounting a weapon on a { 
weapon mount, turret or tripod takes 3 rounds to finish. { 
Flashlight A flashlight can be body, barrel or underbarrel mounted and projects light in any all weapons 410042 
the same direction as you point your weapon. There are no special rules for modification (at the 
this modification, but it obviously helps to have a light source and a weapon mounted in the discretion of 
in your hand at the same time! same place. the GM) 
Э Note that mods mounted on the barrel normally cause а -3 penalty to 
Accuracy in Medium to Extreme Range due to blocking the iron sights! 
Laser Sight | Laser Sights can be body, barrel or underbarrel mounted and projects a laser any Laser Sight: +75 
Electronic Sight beam in the same direction as you point your weapon creating a visible spot modification all weapons 
at the point of impact. Unfortunately, they are also very well visible in dusty, mounted in the (at the 
foggy or similar environments! Electronic Sights can only be body mounted same slot. discretion of اس‎ 
and provide great aiming support. Both mods have similar effects but can be the ЕМ) 
combined for even better hit accuracy! Electr. Sight: 
Э Switched on: Accuracy +1 (but only if projectile travels in a straight line!) ш SIME AI; 
Effectively replaces iron sights when activated and negates on-barrel penalty. and similar EX 
> Laser Sight: When deactivated and mounted on the barrel, the -3 penalty or EX (EW) 
applies normally! -8 penalty to Sneak checks in dusty or foggy environments EDO 
№ or +5 bonus to checks to notice user in such conditions if he is not sneaking! 
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Ranged Weapon and Launcher Modifications (continued) 


- 


Optical Scope These body mounted devices improve the visibility of the target and support any body P, SMG, +1408 
aiming at long ranges greatly. At shorter ranges, however, they make aiming mounted SHG, RIF, 
a lot more difficult! modifications and similar EX 
Э +5 to hit roll in Long and Extreme Range, +0 in Medium Range and -5 to or EX (EW) 
hit roll in Short and Point Blank Range. Basically it replaces the iron sights weapons 
completely and negates the penalty from on-barrel mods. Setting up properly 
to use the scope takes one full round! 
Suppressor Screw-on or even built in noise and flash suppression helps immensely if you any barrel P, SMG, +1208 
do not want to be noticed when shooting people! modification SHG, RIF, 
Э Negates any penalty to Sneak checks or similar checks of the shooter and similar EX 
caused by firing the weapon. Even when not sneaking noticing the shot or EX (EW) 
requires an Awareness check and does not happen automatically! weapons 
Camouflage This can be either camouflage paint and/or camouflage wraps! Weapon es all weapons 43042 
camouflage comes in different colorations and shapes for different (at the 
environments. Its bonuses only apply in the correct environment! discretion of 
Typical environments are: Urban, Desert, Woods/Jungle, Winter, etc. the GM) 
Э Negates any penalties to Sneak or similar checks if weapon would cause 
such. Treat Concealability as one category better when related to visibility 
but not physical size! 
Bad Condition This is not an actual modification to a weapon (see Weapon Modification - all weapons * @ 


Rules and Item Details » Repair Rules). This entry covers the Bad Condition 
penalties conferred if a weapon is not maintained properly. Thus it does not 
count as a modification for a weapon but it adds changes to the weapon's 
stats and is therefore presented here! 

Э -3 Accuracy, Weapon Bonus Damage x 0.5, Reliability: UR, reduced Range: 
Cond. 3 > no Extreme R.; Cond. 2 > no Long R.; Cond. 1 > no Medium R.)! 
*Value: Cond. 3 > 30% original Value; Cond. 2 > 2096; Cond. 1 > 10%)! 


_ Grenade, Trap and Explosives Modifications . 


e^ 


Э This Section also covers Ammunition Modifications for Explosives Launchers’ Ammunition. These are missiles for missile 
launchers, 40mm grenades for grenade launchers and, of course, Mini Nukes for the Fat Man! 


Shrapnel Coating The explosive is wrapped in or coated with metal parts, which deal extra - all weapons, x2 
damage when the explosion of the weapon sprays them in every direction. not 
Э Normal damage x 1.5! (not plasma or energy dmg, not non-lethal dmg) ammunition! 
Modified Trigger There are all kinds of methods to modify the trigger mechanism of an - all weapons 42542 
explosive, from strapping a sensor module to a bundle of dynamite to and 
connecting a grenade to a trip wire. Thus this modification can also change ammunition 
the trigger of a thrown explosive, which has basically has a timed trigger or 
that of launcher ammunition, which basically has a sensor (impact) trigger. 
Э Change trigger of or add trigger to an explosive (except Timer, see 
Modified Timer). Triggers: Timer, Radio/Electr. (distance), Mechanical, Sensor " 
Modified Timer Timer modifications are almost as manifold as trigger modifications. The only - all weapons 42542 g 
<. thing they always have in common is that they aim to change the fuse time of and 


a timed trigger. Cutting the fuse cord of dynamite to make it burn shorter 


me would be the simplest example. Also add this modification if you want to add 
a timer to a differently triggered explosive (effectively changing fuse time 
Y. from 0$ to more). 


Э Increases or decreases the fuse time of or adds fuse time to an explosive. 


ammunition 


\ Bad Condition This is not an actual modification to a weapon (see Weapon Modification - all weapons * @ 
Y Rules and Item Details » Repair Rules). This entry covers the Bad Condition 
penalties conferred if a weapon is not maintained properly. Thus it does not 
count as a modification for a weapon but it adds changes to the weapon's 
stats and is therefore presented here! 
> Area of Effect x 0.5, Weapon Bonus Damage x 0.5, Reliability: UR 
*Value: Cond. 3 » 3096 original Value; Cond. 2 » 2096; Cond. 1 » 10%)! 
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Primitive Missile Weapon Modifications 


> Crossbows, like guns, have modification slots. You can attach a maximum of one modification on top of the body and one 


under the barrel. 


Э Maximums to modifications for other Primitive Missile Weapons lie within the discretion of the GM. 


Laser Sight | 
Electronic Sight 


Optical Scope 


Blade Extension 


Reinforced 


Barbed Blade | Hooked 


Barrel Quiver 


Bad Condition 


Laser Sights for crossbows work similar like Laser Sights for guns, but can only any XBOW +750 
be mounted on the body or under the barrel. Like any Laser Sight, they are modification or similar 

also very well visible in dusty, foggy or similar environments! Electronic mounted inthe weapons 

Sights can only be body mounted and provide great aiming support. Both same slot. only! 

mods have similar effects but can be combined for even better hit accuracy! 

Э Switched on: Accuracy +1 (up to Long Range only because projectile 

does not travel in a straight line when shooting to Extreme Range!) 

Laser Sight: -8 penalty to Sneak checks in dusty or foggy environments or +5 

bonus to checks to notice user in such conditions if he is not sneaking! 

Like with guns Optical Scopes for crossbows improve the visibility of the any body XBOW +140 @ 
target and support aiming at long ranges greatly. At shorter ranges, however, mounted or similar 

they make aiming a lot more difficult! modifications. | weapons 

Э +5 to hit roll in Long and Extreme Range, +0 in Medium Range and -5 to only! 

hit roll in Short and Point Blank Range. Setting up properly to use the scope 

takes one full round! 

Blade Extensions, like Bayonets for rifles, enable the wielder to make Crossbows: BOW,XBOW +50@ 
efficient melee attacks with bows and crossbows. When attached to a any barrel or similar 

crossbow they occupy the underbarrel slot. Switching to melee does not take mounted weapons. 

an action, but the weapon loses its ammo and needs to be reloaded! modifications. 

Э No matter what shape, use statistics of Knife for melee attacks. 

This bow and crossbow modification adds composite, metal or simply - BOW, XBOW +30@ 
stronger parts to the weapon to increase the drawing weight and thus the or similar /each +1 
damage and effective range of the weapon. But, of course, this also increases weapons. to ST 
the Minimum Strength to draw and/or fire the weapon! 

3> Add +1 to +5 to the Minimum ST of the weapon. For each +1 to Min ST 

also increase weapon bonus dmg by +1 and Range by 8 meters. 

This modification adds barbs to blades or point of a piercing or bladed - bladed or +206 
throwing weapon. Mainly ії is meant for weapons like the Boomerang ог piercing 

maybe javelins or similar spear-like ranged weapons. It works equal to the missile 

Spikes | Barbed | Hooked modification for melee weapons. weapons 

Э +3 to weapon damage! only! 

This modification adds a quiver under the barrel of a crossbow for quicker any barrel XBOW +45@ 
access and quicker reloading. mounted mods 

Э Reduces the reloading time of a crossbow to 2 actions. Multiple Action 

penalties apply but also allows movement! 

This is not an actual modification to a weapon (see Weapon Modification - all weapons * @ 


Rules and Item Details » Repair Rules). This entry covers the Bad Condition 
penalties conferred if a weapon is not maintained properly. Thus it does not 
count as a modification for a weapon but it adds changes to the weapon's 
stats and is therefore presented here! 

Э -3 Accuracy, Weapon Bonus Damage x 0.5, Reliability: UR, reduced Range: 
Cond. 3 > no Extreme R.; Cond. 2 > no Long R.; Cond. 1 > no Medium R.)! 
*Value: Cond. 3 > 30% original Value; Cond. 2 > 20%; Cond. 1 > 10%)! 


4) Агтог 


Воду Агтог: 


> Faction armors generally confer bonuses ог penalties of up to +/-5 to checks in faction related situations. Especially social skills 
are affected by these bonuses and penalties. Any armor can be a faction armor, so long as it represents a faction in a certain 
social or cultural context (Power Armors mostly do so) or is marked as a faction armor by the faction's emblem for example. 

Э Usually, Headwear сап be removed and substituted easily, unlike other parts of an apparel item. Thus, Armor Items usually 
come without headwear (see Headwear section below). If an armor normally or almost always comes with headwear, the 
Stopping Power value is given in squared brackets. If an armor is dependent on its Headwear to function correctly, it will be 
noted in the Notes entry and SP will be given normally. 

> Some body parts have unusual entries: a “—“ indicates no coverage at all; brackets indicate coverage depending on version, etc. 

> All"Makeshift" armors are meant for random generation and represent the Wastelanders’ ability to improvise their protection! 


Clothes 


Э Clothes can be everything from underwear to a full body jumpsuit. Everything made of cloth or leather or similar fabric with 
only minimal protective quality, if any, falls into this section. Their SP ranges from 0 to 2 and they can never be hard armor. 

Э Clothes serve many different functions and thus are the most likely to confer bonuses to checks amongst all armor items. 

Э Clothes with an SP-value of 0 can be worn below armor and do not count as an additional layer! 


Robes (Normal or Faction*) - 2s 2s 2s +1 +0 30G 


Can be worn over hard armor with EV +0; *Confers bonuses & penalties (up to +/-5) to social skill checks in faction related situations. 

Pre-War Clothing (male or female) [0-1s]* 0-1s 0-1s 0-1s +0 +0 15 - 2008 
*Some clothes come with a hood. 

Pre-War Nightwear / Underwear (male or female) - 0 - (0) +0 +0 25-2008 
+3 to seduction related or other appropriate social checks. 

Jumpsuit (Normal | Utility | Vault | Company) - 1s 1s 1s +0 +0 (+1*) 156 | 35@ 
Utility: +1 to Repair checks; *Vault or Company: Rad Resist +1 

Brahmin Skin Outfit [1s]* 1s 1s 1s +0 +0 150 
*Often comes with a hood to protect from rain. 

Skin or Cloth Rags, Tribal Rags - 0-1s (0) (0) +0 +0 0-2 @ 

Duster / Heavy Trenchcoat = 25 25 15 +0 +0 50@ 

Uniform (normal | officer; almost always Faction*) - 1s 1s 1s +0 +0 | +1 506 | 80@ 
+1 | +2 to Authority or Intimidation checks; *confers bonuses and penalties of up to +/-5 to social skill checks in faction related situations. 

Lab Coat | Surgeon or Nurse Outfit - 0 0 0 40 +0 350 
+1 Science or Doctor checks 

Makeshift Wastelander Outfit [1d2-1s]* 1d3-1s  1d2-1s  1d2-1s *0 +1 15-500 


*Sometimes comes with a hood, might confer a +1 or +2 bonus to a specified skill’s check, depending on the armor's function 


i 
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Examples: 


Leather 5 Heavy Leather 


> Leather and Heavy Leather covers all armor items with medium protective qualities. These are usually made of leather or 
hardened leather, but heavy cotton fabric or even plates from normal plastic shaped to serve as armor, could be found here. 
E ‘Their SP ranges from about З to 6 and they are usually soft. Only thick layers of hardened leather or plastic can be hard armor. 
> Leather Armors are light, flexible and easy to make and thus the most common armors in the wasteland. 


Simple Leather Armor - 3s 3s 3s +0 +1 1208 


Heavy Leather Armor - 5h 4s 4s +1 +1 1509 А 
Heavy Work Apron - 5h - 5h +1 +2 1506 
Сап be worn over hard armor w/ EV +0, protects only one side; two aprons (front & back) can be worn as one layer (not cumulative!) 
Heavy Utility Jumpsuit = 35 35 35 +1 +2 80@ 
+1 to Repair checks 
Mercenary Leather Armor* roll 1d3+2, Arms & Legs = result (s), Torso = result+1 (s) +1 +1 90 - 1508 
*Makeshift Leather Armor optimized for combat situations; +1 to Initiative bonus when using the Quick Draw action. 
Heavy Mercenary Armor* roll 1d2+4, Arms & Legs = result (s), Torso = result+1 (h) +1 +2 120 - 1806 | 
*Makeshift Leather Armor optimized for combat situations; +1 to Initiative bonus when using the Quick Draw action. | 
Рге-М/аг Leather Jacket = 35 25 - +1 +1 750 
у Pre-War Biker Pants - - - 3s +0 +0 650 | 
| ' Trader Coat = 5s 0 0 +0 +0 1650 | 
р +5kg Carry Weight, +1 to Resources checks, can’t be worn beneath other armor. | 
Leather Duster - 4s 3s 3s +1 +1 1650 | 
Can be worn over hard armor, which has EV +0. 
Heavy Leather Coat = 55 55 45 +1 +1 1806 
Сап be worn over hard armor, which has EV +0. 
Leather Rags - 3s (0) 2s +0 +0 15@ 
Makeshift Raider Armor - 1d6* 146-1* 1d6-1* +1 +1 25-150@ 


Might confer a +1 bonus to a specified skill’s check, depending on the function of the armor; *1— 4 = soft, 5+ = hard. 
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Fay! А. 
Metal Armor MA ee 


> Metal Armors offer most protection among all improvised armor items. Usually metal as armor isn't common among those 
people who professionally fight others for a living, but after the War you take what you get! High-tech materials like Kevlar 
might be preferable, but they cannot be produced anymore and are difficult to work with. Metal Armor though might be heavy 
and inflexible, but it is resilient and basically quite easy to work with. And it has one other advantage over plastic armors! In 
addition to its good stopping power it also protects well from radiation! Much better than any other normal armor does! Metal 
Armor SP ranges from about 9 to 13 and it is always hard armor. 

> Electricity Damage and Metal Armors would go really well with each other, if there wasn’t the unfortunate wearer, who's 
always in the way. As noted in the Damage Rules section, as well, weapons mainly dealing electricity damage have a better 
Accuracy Value when attacking a target being made of or wearing a lot of metal. The accuracy bonus applies when the target is 


wearing metal armor on the torso or on at least three extremities (limbs and/or head). к 4 
Name SP: Head  Torso Arms Legs EV RadResist Cost 
| Notes : = ER 
Light Metal Armor -= 9h 8h 8h +2 +3 3006 
i Metal Armor - 11h 10h 10h +3 +4 3508 
te |, Spiked Metal Armor - 11h 11h 11h *3 *5 3650 
\ , deals +146 damage when choking enemy as a grapple action 
Merc Patrol Armor - 13h 11h 11h +3 +6 38060 
eT Metal Plate Armor - 12h 11h 11h +3 +5 370@ 
f. oy Heavy Plate Armor - 14h 13h 13h +3 +7 395 @ 
Heavy Raider Armor - d6+6(h) d6+6(h) d6+6(h) +3 194+1 250-3000 
*1 to any one weapon skill 
Makeshift Plate Armor roll 1d6+8, Arms & Legs = result (s), Torso = гезиК+2 (s) +3 (+4*) varies* 300 - 4259 


*|f Torso SP equals 15 or 16, EV is *4; Rad Resist equals Torso SP : 2 (round up) 


Examples: 


3 Composite Armor  . ‘ 


> Composite Armors are a wasteland mercenary's wet dream. These pre-War armors were almost only found among professional 
: soldiers and are made of multiple layers of different high-tech materials, the most commonly known of which is Kevlar. But 
м many other synthetic materials like foams and special plastics аге used їо create composite materials baked into shape to offer 
the best protection to flexibility ratio known, aside from Power Armor. But nowadays, these armors, though very popular, are a 
pain in the ass to work with. Since multiple materials are forged together to work with each other, which cannot be recreated 
in a standard wasteland armor smithy, most people don't even bother with trying to repair or maintain Composite Armors: In 
most cases they hope to find a new piece someday to replace parts of the old one. 
Composite Armor SP ranges from about 5 to 16 and, depending on the material, it can be as well soft as it can be hard armor. 
Э Repairing or maintaining Composite Armor always needs composite material similar to the item's original material and is 
always 5 points more difficult than normal (see Armor Mods » Bad Condition or Repairing and Maintenance rules!) 


у Light Combat Armor 
| Combat Armor - 14h 12s 14h +2 +1 4600 
Heavy Combat Armor - 16h 14h 14h +3 +2 5500 
Chinese (Hei Gui) Stealth Suit [8h] 8h 8s 8s +1 +0 7500 


Generally +3 to Sneak checks; Stealth Mode: the armor generates a modulating field that transmits the reflected light from one side of an object 
to the other; requires an SEC or EC and the mask to function and depletes 1 charge per round; grants +8 to Sneak checks (instead +3). 


Ж | PA-NIS (a.k.a Recon Armor) 5s 5h 5s 5s +2 +1 350@ 
к : High-tech Kevlar suit including interface connectors for use with Power Armors; *1 to Sneak checks; the head part can be removed, but only 
A у violently, апа а Power Armor helmet cannot communicate with the rest of the Power Armor without the head part as interface connection! 
| : gy Mg Kevlar Vest - 10s 85 - 42 +0 3800 
ee? 
ir К Heavy Flak Vest - 16h 0 4s +2 +1 4200 
f ‚ | (Vault-Tec) Security Vest = 15h 5s - +2 +2 430@ 
Җ Kevlar Safety Jumpsuit [6$] 10$ 10$ 10$ +2 +2 4806 
Я | Makeshift Composite Armor* [d8+5]* d10+6* d8+5* d8+5* +2 +2 350-550@ 


| Made from patchworked parts of other composite armors! * 10 or less = soft, 11+ = hard 


Examples: 


Environmental Protection 


> Hazard Suits and other forms of Environmental Protection Suits, similar to Power Armors, create a closed environment of their 
own to ensure the wearer's safety from radiation or other sources of environmental damage. Thus, it is essential for their 
functionality that they are worn with the proper headwear. Most of them come with an Advanced Air Filtration System or an 
entirely self-contained Respirator System (see respective entries; for descriptions see Headwear below). 
Protection Suits work most efficiently against whatever they are made to protect from and instead of simply applying 
multipliers (see Headwear), all Resistances provided come in two values, including any bonus or multiplier from the Advanced 
Air Filtration or Respirator Systems. If the suit is worn with the appropriate headwear use the higher value marked with a А 
unless noted otherwise! If there is по higher value а complete suit provides no specific or additional protection in this area. 
If not worn with the appropriate headwear or when a suit gets damaged until it is considered in Bad Condition (-5096 SP value) 
at any body location, its protective abilities drop to the lower Resistance values. Also use the lower value if a body location is 
specifically targeted by environmental damage or when the suit is salvaged and incorporated in makeshift apparel. 
Also Poison Resistance only ever comes from the air filters and thus only protects from inhaled poisons, chemicals or pathogens. 
If only the helmet is worn and correctly modified the Air Filtration or Respirator Systems can be still be used (see Headwear). 

> Any other kind of apparel, except normal clothing, Soft Leather or Composite Armor, can usually not be worn below or over a 
Protection Suit, because it will interfere with the suit's functionality. It might be possible, however, to cover only certain body 
parts, like arms or legs, with additional Hard Armor, if the specific piece allows for appropriate modifications. 

> Generally, Protection Suit Helmets feature a Radio module (except if noted), as well as Eye Protection (both: see Headwear)! 

> Also all Protection Suits impair movement significantly and reduce the Run Speed multiplier of their wearer to 2 meters! 

> Repairing or maintaining Environment Suits always needs material similar to the item’s original material and is always 5 points 
more difficult! Broken suits can never again become airtight again! (see Equipment Rules > Repairing and Maintenance rules!) 


Hazmat Suit 3s 3s 3s 3s 2 +10 (430^) 3508 
General NBC Protection Suit usually made of thick rubber ог PVC. Soft voluminous PVC helmet comes with an Advanced Air Filter. 
Resistances: Fire 0, Electricity 0 (5"), Acid 15 (20°), Poison O (10°); reduced Run Speed! 


Radiation Suit 2h 2s 2s 2s 2 +35 (4100) 390@ 
Usually made of a thick, metalized fabric called Demron. Comes with a sturdy and spacious coated glass helmet including an Advanced Air Filter. 
Resistances: Fire 3, Electricity 0, Acid 5, Poison 0 (10*); reduced Run Speed! 


Advanced Radiation Suit? 4h 4s 4s 4s 3 +90 (+400*) 4600 
Made of thick layers of metalized fabric and lead lining. Thus very heavy and inflexible. The sturdy coated glass helmet has an Advanced Air 
Filter. Resistances: Fire 5, Electricity 0, Acid 5, Poison 0 (immune^); reduced Run Speed! 


Biohazard Suit 1s 1s 1s 1s 2 +0 (+10*) 2900 
PVC and rubber suit that creates an over-pressure environment to keep toxins and pathogens outside. PVC helmet comes with a Respirator. 
Resistances: Fire 0, Electricity 0 (), Acid 10 (15°), Poison 0 (10°); reduced Run Speed! 

Fire Proximity Suit? 4s 4s 4s 4s 3 +5 (+15) 3208 
Made of layers of aluminized and asbestos fabric, hence also called Asbestos Suit. Helmet and suit are equipped with a Respirator system, which is 
essential to be protected from hot air and toxic fumes! Resistances: Fire 10 (20"), Electricity 0, Acid 10, Poison 0 (immune"); reduced Run Speed! 


Explosive Ordnance Disposal Suit (or EOD Suit) 12h* 14h* 14h* 14h* 4 +0 (+10*) 4108 
Also called Bomb Suit or Blast Suit. Thick, overlapping layers of Kevlar, foam and plastic protect from shrapnel, as well as blast overpressure 
effects. The hard-shell helmet comes with an Advanced Air Filter. Resistances: Fire 5, Electricity 0 (10°), Acid 0, Poison 0 (5°); reduced Run Speed, 
^ *double the suit's SP vs. explosives' normal lethal or non-lethal damage (not energy damage), +10 to checks vs. sound or pressure related effects. 


ы Е Apiarist Suit 0 (55*) 0 (55*) O(5s*) 0 (55*) 1 +0 1856 
A thin coverall with a gauzed helmet and а very special chitin-repellant coating. The BeeMaster 3000! But ... It has no radio! Bummer... 
Resistances: Fire 0, Electricity 0, Acid 5, Poison 1; *SP vs. physical attacks from any kind of insect or arachnid creature!; reduced Run Speed! v 


Space Suit" 8h 6s 6s 6s 2 +20 (+100*) 5600 ш 
Pressure stable and self-contained. Made of Kevlar, Demron, Asbestos and other high-tech materials to protect from the various hazards іп space. ^ 
The bullet-proof glass helmet obviously comes with a Respirator. Resist: Fire 5 (10°), Electricity 0, Acid 5, Poison 0 immune"); reduced Run Speed! P 


Makeshift Hazard Suit 1d4s 1d4h 1d4s 1d4s 3 2x Average SP (xM+X)* 300+@ F 
Usually made from lead plates and/or salvaged pieces of Rad Suits, etc. In most cases the helmet is replaced with a Standard or Advanced Air f 
Filter mask covering the whole head and providing the respective protection. Radio is optional! *Air Filters add multipliers to Armor RR if certain Е 
conditions аге met plus their own value (see Headwear)! Resistances: Fire 1010 - 4, Electricity 0, Acid 1d6 - 1, Poison 0 (5* ог 10°); reduced Run 5.! : 


"Resistance value if the suit is complete and undamaged, Poison Resist only vs. gaseous substances. 
Examples: 
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Power Armor 


Power Armor, as the pinnacle of technological warfare during the War, is now maybe the most dangerous equipment in the 
wasteland. It consists of an Interface Suit and the actual Power Suit itself. The Power Armor Neural Interface Suit (PA-NIS) is 
described in the Composite Armor section and is mostly called Recon Armor nowadays, because of its stealth capabilities. It was 
designed like this to give a Power Armor unit a fighting chance behind enemy lines even if they had to abandon their Power 
Suits because of damage or any other reason. The Interface Suit however serves a much more important function: Electrodes 
translate the wearer's movements into movements of the Power Suit, which is actually actuated by servos in its different joints 
and the suit also connects all additional systems with the helmet, which provides all kinds of information by a heads up display 
built into its visor. Also without proper training or a working interface link, the Power Suit is almost impossible to operate. 
© Penalties for lack of Power Armor Training or a working interface link are: 
Higher Encumbrance Value (given in the armor's entry), any additional movement modes or improvements are negated and 
# the wearer is unable to run or jump (Run Speed multiplier reduced by 2m to 1m, jump distance is Om), any systems that 

have to be actively activated will not work, multiple actions and the use of Action Points are also prohibited. 

® Electricity weapons are the ultimate nemesis of any Power Armor user because ‘of their ability to overload the 
armor's electronics forcing it into emergency shutdown. This effect is handled similar to the effect of electricity damage on 
robots. Thus Power Armors have a Save Number entry. Tesla Armors were specifically designed to withstand these kinds of 
attacks and are therefore feared, especially'among the BoS, since they lack normal Power Armor's only weakness. 
A powered down Power Armor confers the same penalties to the wearer as if he had.no Power Armor Training (see above), 1 
but in addition all electronic systems are also offline. The armor is reduced to the metal it is made of. 

© Its Energy Source is one of the major issues of any power armor. They are powered by fusion batteries and consume power 
rather quickly. Normal operation drains 1 charge (or more) per hour. Additional systems draw their own power from the 
battery (see entries). But the weight of the battery is carried by the armor itself, so the EV of the armor is not changed. 

® Salvaging parts of Power Armor to use as armor material is also possible. Wastelanders sometimes use salvaged helmets or 
other parts to customize their own armors after they removed the servos of the limbs. Though the armor still offers massive 1 
protection it is heavy and impairing even without the servos. Therefore the wearer suffers from the following penalties: 

Legs (one or both): reduce Run multiplier by 1m, Arms: -2 Action Points per arm, Torso: -1 Action Point; 
Always use the higher EV-value asif you had no PA Training, but reduce EV-Value of limbs without servos by 1! i 

Also, electronic systems won't work without a power source and the interface link but modified helmets exist with external 
power sources (usually SECs or ECs), making it possible to use suit-independent systems. But the heavy material always 
requires wearing soft armor with an SP of at least 1 below. X OM 

! © Power Armor Helmets are an integral part of any Power Armor therefore they are listed in this section rather in the 
Headwear section below. Power Armor Helmets are also the only part of a power armor that is usable without an interface 
link. Most.of them (with only the exceptions of the X-01 Series) are also interchangeable among all known Series with only 
small modifications necessary. All of them cover face and ears and grant these respective modifiers (see Headwear). 

© Normal Power Armor Gauntlets deal damage as if they were steel knuckles. They also count as such regarding mods, etc. 

© The Radiation Resistance Power Armor provides is substantial, but a complete set including the helmet protects even 
better from radiation by providing a concealed environment. АП helmets are equipped with a Standard or Advanced Air 

X { Filtering System (depending on Model) and their RR-values are given respectively. If worn with à helmet, multiply, an 

Š EXC cr ' armor's RR-values by 1.5 or 2 depending on the Air Filter it is equipped with (see Headwear > Headwear Modifications)! 

dye. © Maintaining or Repairing Power Armor isn't necessarily more difficult, but it always requires a Robotics Tool Kit or a better 
a whole workshop! Also the minimum skill level for any maintenance or repair task performed on Power Armor is 6! 

> Most of the different Power Armor Series were developed before and during the War and mainly advanced in protective 
capabilities. Since the War became more and more dirty and protection and damage potential became much more important 
than maneuverability and precision, the later Series are much heavier and available Models focus more on heavy weaponry and 
protection from it than on quickness and flexibility. A 
Enclave Power Armors mark an exception. The Enclave, unlike the Brotherhood of Steel, started to enhance and develop their 
Power Armors quickly after the War. First they reworked the helmet, thus the iconic design, and then refitted existing Series to 
fit their needs. For better compatibility and reusability almost all Enclave Power Armor Helmets are basically compatible with 
all series (except X-01), though display options might require the corresponding PA-systems to work properly. 

Э Power Агтог Models were categorized with the letters A to Е, although the Enclave switched to Mark | to VI when developing 

(ern their own versions from existing Series. The different Models of Power Armor serve different functions and are equipped with 

A additional systems supporting these functions. The definitions and specifications of the different Models remained the same 

among all the different Series, but not all Series incorporate all Models. 

Model A is the standard variant of a Power Armor with no special additions. 

Model B is the reinforced variant, which is bulkier than and not as mobile as the model A variant but much sturdier. 

Model C was designed as a lightweight variant, which is much more mobile than the standard variant but also less armored. 
It is very common among recon and scout units. Because of its jetpack it is also very popular among sniper units. Because it 
is much more expensive to build and maintain much fewer units were built, which makes it rare in nowadays wasteland. 
Model D was specifically designed to support heavy weaponry. It is equipped with motion assist servos, a heavy weapon 
mount and often modified with an extended ammo backpack to enable the easy use of big weapons. 

Model E is similar to Model C, but was designed for missions in dark environments or at night. It is also very mobile and 
comes in all variants of camouflage paint. Instead of a jetpack the armor is equipped with different kinds of sensor 
technology enabling to find the target in the dark. 

Model F is actually a Model B variant made for missions in heavily irradiated or otherwise contaminated areas. It is slow 
and heavily armored, but also resistant to most kinds of environmental contamination. It was common among cleanup 
squads, equipped with tactical nuclear launchers. 
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` T-45a Power Armor [15h] 15h 15h 15h 7 +0(+4) +10 9508 
Armor Energy Drain (1 ch./hour). Systems/Mods: none 
T-45b Power Armor [18h] 18h 18h 18h 7 +1(+4') +15 10006 
Armor Energy Drain (1 ch./hour), Run Speed multiplier reduced to 2m. Systems: попе 
* T-45a and T-45b Power Armor Helmets (see respective Power Armor) - +0 (+2*) +10 (+5 SAF) 7708 | 8052 
Systems/Features (see Headwear): Electronic Visor (HUD (Compass)), Electronic Audio (Radio Module), Standard Air Filter. 
T-45c Power Armor [13h] 13h 13h 13h 4  «0(«3)) *8 11500 
Armor Energy Drain (1 ch./hour), Systems/Mods: Overdrive Servos, Jetpack Mk. I, Camouflage Paint (any natural or urban environment) 
* T-45c Power Armor Helmet (see T-45c Power Armor) -  40(*1) +10 (+5 SAF) 925@ 


Systems/Features (see Headwear): Electronic Visor (HUD (Compass), Image Enhancement, Teleoptics)), Electronic Audio (Radio Module, Audio 
Amplifier), Standard Air Filter. 


T-45e Power Armor [13h] 13h 13h 13h 4  «0(«3)) +8 1150@ 
Armor Energy Drain (1 ch./hour), Systems/Mods: Overdrive Servos, Climbing Axe Extensions, Camouflage Paint (dark environments) 
+ T-45e Power Armor Helmet (see T-45e Power Armor) - +0(+17) +10 (+5 SAF) 10206 


Systems/Features (see Headwear): Electronic Visor (HUD (Compass), Image Enhancement, UV Visualizer, Low-Light Amplifier)), Electronic Audio 
(Radio Module, Audio Amplifier), Headlight (Normal + UV), Standard Air Filter. 


T-51b Power Armor" [21h] 21h 21h 21h 5 (4) +18 13506 
Armor Energy Drain (1 ch./hour), Run Speed multiplier reduced to 2m. Systems/Mods: Motion-Assist Servos (ST+1, EN+2) 
T-51d Power Armor [18h] 18h 18h 18h 5  «1(44)) +15 15006 


Armor Energy Drain (1 ch./hour), Run Speed multiplier reduced їо 2m. Systems/Mods: Motion-Assist Servos (ST+1, EN+2), Heavy Weapon Mount, 
Energy Weapon Connector. 


* T-51b and T-51d Power Armor Helmets (see respective Power Armor) - +1 (+2*) +15 (+5 SAF) 8656 | 835@ 
Systems/Features (see Headwear): Electronic Visor (HUD (Compass)), Electronic Audio (Radio Module), Standard Air Filter. 
T-51c Power Armor [15h] 15h 15h 15h 3  «1(43) *15 16508 
Armor Energy Drain (1 ch./h.), Systems/Mods: Overdrive Servos, Motion-Assist Servos (ST+1, EN+1, AG+1), Jetpack Mk. Il, Camouflage Paint (any) 
+ T-51c Power Armor Helmet (see T-51c Power Armor) - +1 (+2?) +15 (+5 SAF) 11350 


Systems/Features (see Headwear): Electronic Visor (HUD (Compass), Image Enhancement, Teleoptics, UV Visualizer, Low-Light Amplifier), 
Electronic Audio (Radio Module, Audio Amplifier), Headlight (Normal + UV), Standard Air Filter. 


T-51f Power Armor [20h] 20h 20h 20h 4 +1)+4( +40 16009 
Armor Energy Drain (2 ch./hour), Run Speed multiplier reduced їо 2m. Systems/Mods: Motion-Assist Servos (ST+1, EN+2), Fat Man Mount 
(special Heavy Weapon Mount, works with Fat Mans only). 

* T-51f Power Armor Helmet (see T-51f Power Armor) - +1 (+3*) +15 (+10 ААР) 1350@ 


Systems/Features (see Headwear): Electronic Visor (HUD (Compass, Advanced Geiger Counter), IR/Thermal Sight)), Headlight, Electronic Audio 
(Radio Module), Advanced Air Filter. 


. T-60b Power Armor? [22h] 24h 24h 24h 5 +1(+5*) +20 18508 


А. Energy Drain (2 ch./h), Run Speed multiplier reduced to 2m. Systems/Mods: Motion-Assist Servos (ST+2, EN+3), Waste Disposal & Recycling S. 


T-60d Power Armor [22h] 21h 21h 21h 5 41(45)) +18 19506 
Armor Energy Drain (2 ch./hour), Run Speed multiplier reduced to 2m. Systems/Mods: Motion-Assist Servos (ST+2, EN+3), Waste Disposal & 
Recycling System, Heavy Weapon Mount, Energy Weapon Connector. 

T-60f Power Armor [22h] 22h 22h 22h 4 41(+5") +45 20506 
Armor Energy Drain (3 ch./hour), Run Speed multiplier reduced to 2m. Systems/Mods: Motion-Assist Servos (ST+2, EN+3), Waste Disposal & 
Recycling System, Rad Scrubbers, Fat Man Mount (special Heavy Weapon Mount, works with Fat Mans only). 

+ T-60 Power Armor Helmet (see respective Power Armor) - +1 (+3*) 420 (+10 ААР) 14508 
First standardized helmet with all necessary systems for all Т-60 models. Systems/Features (see Headwear): Electronic Visor (HUD (Compass, 
Advanced Geiger Counter), IR/Thermal Sight, Low-Light Amplifier)), Headlight, Electronic Audio (Radio Module), Advanced Air Filter. 


* № PA Training Penalty EV (see Power Armor rules) 


Enclave T-60 Power Armor МК. II [22h] 24h 24h 24h 6 +1 (+5°) +25 2050@ 
Armor Energy Drain (3 ch./hour). Systems/Mods: Motion-Assist Servos (ST+2, EN+3), Waste Disposal & Recycling System. 


Enclave T-60 Power Armor Mk. IV [22h] 21h 21h 21h 6 +1 (+5*) +25 2150@ 

A. Energy Drain (3 ch./h). Systems/Mods: Motion Ass. Servos (ST+2, EN+3), Waste Disposal & Recycling S., Heavy Wpn Mount, Energy Wpn Con. 

Enclave T-60 Power Armor Mk. V [22h] 22h 22h 22h 6 +1 (+5*) +50 21500 
Armor Energy Drain (3 ch./h). Systems: Motion-Assist Servos (ST+2, EN*3), Waste Disposal & Recycling System, Rad Scrubbers, Heavy Wpn Mount. 

* Enclave T-60 Power Armor Helmet (see respective Power Armor) - +1 (+3*) +20 (+10 ААР) 193540 
Systems/Features (see Headwear): Electronic Visor (HUD (Compass, V.A.T.S., Advanced Geiger Counter), IR/Thermal Sight, Low-Light Amplifier)), 
Headlight, Electronic Audio (Radio Module), Advanced Air Filter. 

Enclave T-51d Hellfire Armor? [18h] 18h 18h 18h 3 +0 (447) +35 20006 
Armor Energy Drain (3 ch./h). Systems/Mods: Motion-Assist Servos (ST+2, EN+1), Heavy Weapon Mount, Energy Weapon Connector, Advanced 
Heat Dissipation System (PA-NIS + Hellfire Armor provide full SP vs. fire dmg, if it is complete (including correct helmet!) & no body parts exposed). 

* Enclave T-51 Hellfire Armor Helmet (see T-51 Hellfire Armor) - +0 (+3*) +35 (+10 AAF) 14306 
Systems/Features (see Headwear): Electronic Visor (HUD (Compass, Advanced Geiger Counter), Image Enhancement, IR/Thermal Sight)), 
Electronic Audio (Radio Module), Advanced Air Filter (also cools down the air to protect from hot environments). 

Enclave T-51 Tesla Armor МК. Г [18h] 18h 18h 18h 8 +0(+4*) +10 2200@ 
Armor Energy Drain (3 ch./h). Systems/Mods: Motion-Assist Servos (ST+1, EN+1), Heavy Weapon Mount, Energy Weapon Connector, Advanced 
Energy Dissipation Sys. (PA-NIS + Tesla Armor provide full SP vs. electricity dmg, if it is complete (incl. correct helmet!) & no body parts exposed). 

Enclave T-60 Tesla Armor МК. II [21h] 21h 21h 21h 9 +0(+4*) 415 25500 
Armor Energy Drain (3 ch./hour). Systems/Mods: Motion-Assist Servos (ST+2, EN+2), Heavy Weapon Mount, Energy Weapon Connector, Advanced 
Energy Dissipation System (see Tesla Armor Mk. I), Tesla Bracers (= Shock Glove). 


* Enclave T-51 Tesla Armor Helmets (see respective Power Armor) - +0 (+3*) — +10 (+5 SAF) 12906 
Systems/Features (see Headwear): El. Visor (HUD (Compass, Advanced Geiger Counter), Image Enh.), El. Audio (Radio Module), Advanced AF. 
Enclave X-01 Combat Suit Mk. I° [24h] 25h 25h 25h 7 +1)+5( +40 2850@ 


Armor Energy Drain (3 ch./hour). Systems/Mods: Motion-Assist Servos (ST+3, EN+3), Waste Disposal & Recycling System, Rad Scrubbers, Heavy 
Weapon Mount, Energy Weapon Connector, Hydraulic Bracers (= Power Fist), Health Monitoring and Chem Admistration System. 


Enclave X-01 Combat Suit Mk. II [26h] 28h 28h 28h 7 +2 (+6*) +50 3300@ 
Armor Energy Drain (4 ch./hour). Systems/Mods: Motion-Assist Servos (ST+5, EN+3), Waste Disposal & Recycling System, Rad Scrubbers, Heavy 
Weapon Mount, Energy Weapon Connector, Hydraulic Bracers (= Power Fist), Health Monitoring and Chem Admistration System. 

+ Enclave X-01 Combat Helmets (see respective Power Armor) -  41(*3) (= respective РА) +10 AAF 2440@ 
Systems/Features (see Headwear): Electronic Visor (HUD (Compass, Advanced Geiger Counter, V.A.T.S., Motion Scanner), Image Enhancement, 
UV Visualizer, Low-Light Amplifier), Headlight (Normal + UV)), Electronic Audio (Audio Amplifier, Radio Module), Advanced Air Filter. 


* № PA Training Penalty EV (see Power Armor rules) 
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Body Armor Modifications and Power Armor Systems: 
General Armor Modifications | 


Э General Armor Modifications are usually applicable to any armor. Protection Suits, though, mark an exception and can only be {| 
modified with mods that explicitly note them in the Armor Type entry. The same goes for Power Armor, but Power Armor also | 
has a separate list of modifications and internal systems of their own after this section. Note that Headwear has its own 
modification section as well! 


Camouflage This can be either camouflage paint and/or camouflage wraps! Armor camouflage - all armor types, 45542 
comes in different colorations and shapes for different environments. Its bonuses including 
only apply in the correct environment and only if the worn headwear or at least Protection Suits 
the head is camouflaged, as well! and Power 
Typical environments are: Urban, Desert, Woods/Jungle, Winter, etc. Armor 
3> +5 to Sneak checks if hiding in respective environment. 

Reinforced There are manifold methods for reinforcing Body Armor, but basically it means Lead Lined and all normal +10@ 
making it thicker and heavier! Reinforcing armor always means a trade-off Lightweight armor types per SP 
between protection and flexibility and always means to work with what you modifications per hit 
already have, allowing only so much effect on the Stopping Power of the armor. location! 


Aside from that it is also possible to reinforce only specific hit locations. 

Э Increase SP of a Hit Location up to 1.5 times the original value and/or change, 
type from Soft to Hard Armor. Add +1 to EV for every 3 commenced points added 
to SP. Changing type to Hard Armor needs at least +3 SP of reinforcement! 


Lightweight Lightweight armors are the exact opposite to reinforced armors and aim to be Lead Lined and all normal 180 
less heavy and more flexible. Adding this modification means a lot of work and Reinforced armor types per SP 
the exchange of heavy and bulky parts of an armor. Of course, like with modifications per hit 
reinforcing armor, this results in a trade-off between protection and flexibility. location! ' 


Э Decrease SP of a Hit Location up to 50% of the original value and/or change, 
type from Hard to Soft Armor. Reduce EV by one for every 2 full points subtracted 
from SP (min. EV +0). Changing type to Soft needs at least a reduction of -3 SP! 
Metal Armors, however, can never be Soft. 


Lead Lined Lining an armor with leaden plates has one goal and one goal only: increasing the Lightweight and Leather, Metal +50@ ' 
armor's Radiation Resistance. Obviously it will become a lot heavier but will also Reinforced апа Composite per 3 і 
offer a bit more protection! modifications Armor commenced X 
3> Increase Radiation Resistance at a Hit Location, add +1 to EV for every points per 
3 commenced points added to RR! Also add +2 to SP of the Hit Location for every hit location! 
3 full points of RR added. Also change the type to Hard Armor, if SP increases. 

Gecko Backed Geckos are one of the many scourges of the wasteland, but their hide can protect = Leather, Metal +50@ "4 
well against different kinds of elements. Wrapped around or sewn or riveted onto and Composite per hit 
a piece armor it increases certain Resistances of that piece depending on the Armor location | 
species of gecko the hide is from. Usually it takes one gecko hide for every for each! 


extremity and two for the torso of an armor. 
Э Green G.: +5 Acid Resist, Fire G.: +5 Fire Resist, Golden G.: +3 Rad Resist 


Power Armor Systems and Modifications Ms 


> Power Armor Systems and special Power Armor Modifications are listed and described in the table below. The difference ‘ 
between a PA System and a PA Modification is simple. Systems are integral parts of a Power Armor and provide different kinds 
of functions. Systems therefore have no Cost. Also they are connected to the helmet of the armor and their status is displayed 
in its HUD. Modifications are applicable to any Power Armor and work similar to normal armor modifications, except that they 
were made to make Power Armors more flexible and will only work with Power Armors! 
Э Power Armor Helmet Modifications are basically identical to the general Headwear Modifications and unlike the Power ASSI 
Helmets' stats, they are covered in the Headwear section. 


№ 
Health Monitoring This high-tech system is one of the most sophisticated developments іп technological warfare. - - xi 
and Chem Not only is it able to monitor the wound and health status, as well as the irradiation of the v m 
Admistration wearer and display this information on the helmet's HUD, it is also able to react and 
» System administer Chems to help the wearer when certain preset conditions are met. LE, 
3> So long as he wears his helmet, the wearer is always able to know his health status without t i 
a skill check; this includes wound level, radiation and active Chems in the bloodstream. Two Ar e Г 
‘ cartridges, each holding up to 3 doses of any liquid Chem, administer one dose per round $ EY 
automatically, if preset condition is met. Only one condition can be set per cartridge, which EE. 
can only include one of the abovementioned monitored factors (AND/OR combinations are not x 
possible). Changing these conditions needs a Programming check (Diff. 15). v 
Rad Scrubbers Rad Scrubbers are able to remove the radiation from any kind of food or drink the wearer of 
» System an armor wants to consume. Models for missions in irradiated areas often combine this 


system with a Waste Disposal & Recycling System. Unfortunately the food has to be processed 
and will be served as a nutritious pulp, drinkable through a rubber tube in the helmet. 

Э Removes up to 40 Rads from 1kg of food or 1L of beverage. A special filter cartridge has to 

be exchanged after scrubbing 400 Rads from food or beverages. (also see General Equipment!) 
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Waste Disposal & 
Recycling 
> System 


Hydraulic Bracers | 
Tesla Bracers 
> Modification 


Climbing Axe 
Extensions 
> Modification 


Heavy Ammo 
Backpack 
> Modification 


Energy Weapon 
Connector 
> System or 
> Modification 


Heavy Weapon 
Mount 
> System 


Battery Extension 
> Modification 


Jetpack Mk. | & II 
» System 


Motion-Assist 
Servos 
» System 


Overdrive Servos 
» System 


EMP-Shielding 
» Modification 


3> Increases a Power Armor's Save Number by 2. 


This system allows long term missions in areas where stepping out of the armor is not 
advisable. Especially the models made for missions in highly irradiated areas are or areas that 
will be highly irradiated after the mission are equipped with this system, which is able to pick 
up any organic waste produced by the wearer, separate and refine the water from it and 
dispose the rest automatically. Brilliant technology, but not very popular among its users! 

Э Wearer does not have to leave the armor to do his business; when worn it produces 1L of 
drinkable water per day from the sweat, urine and excretions of the wearer. Yummy! 


These bracers replace a part of the arm of an armor and provide formidable hand-to-hand 
damage potential! Effectively they resemble Power Fists or Shock Gloves. Other modifications 
resembling similar weapons would also be possible, but apparently they were never built! 

3> Hydraulic Bracers: attacking with gauntlets equals a Power Fist attack! (incl. energy drain!) 
Tesla Bracers: attacking with gauntlets equals a Shock Glove attack! (incl. energy drain!) 


Retractable climbing hooks, resembling modern climbing axes, are added to the forearms of 
and make climbing buildings or objects much easier. Also they make for dangerous weapons! 
3> Extend or retract one or both as a normal action, grants a bonus of +5 to any Climbing or 
climbing related checks. When used as melee weapons use the Hatchet's stats but change the 
following: deals piercing damage, Type: M.A./M, Reliability: VR 

This oversized ammunitions backpack replaces the ammo backpack of any weapon that is 
equipped with one and increases its ammunition capacity! Of course, a single back pack is 
outfitted to support a certain type of weapon and has to be refitted to be used with a different 
type of weapon, before being connected to it. 

Э Double Shots stat of the connected weapon! 


Energy weapon connectors connect the fusion battery of the Power Armor with an energy 
weapon similar to how the Battery Adapter mod does (also see Ammo Mods). Thus, the ammo 
cells of the weapon are connected to the battery via a cable. An energy transformer constantly 
charges the cells until they are fully charged. Charging the weapon can be activated and 
deactivated, of course. This system is often combined with the Battery Extension modification. 
Energy Weapon Connectors can be either built-in systems or added as an armor modification. 
Э Charges a connected energy weapon's ammo cells by 1 charge per minute, activate and 
deactivate as a normal action. When combined with a Battery Extension the weapon can be 
charged by 2 charges per minute, but one ammo cell can still only take one charge per minute, 
so this only works with energy weapons with more than one ammo slot! 


One arm of the armor is reinforced and the servos are modified to support heavy weaponry 
and compensate recoil. A connector to mount similarly equipped Heavy Weapons or Big Guns 
on is also part of this system. When connected to the armor the weapon gains the same 
bonuses as when mounted on a turret. This also allows people to wield Big Guns, who do not 
meet their ST minimum! A specialized mount for the Fat Man also exists, which also allows to 
easily access and carry this weapon and its ammunition. 

Э +2 to hit roll with Heavy Weapons/Big Guns, vehicle movement is not compensated, add +1 
to wielder's ST stat, for fulfilling ST requirements of mounted guns. 

Э Fat Man Mount: shoulder mount, that can only carry Fat Mans, also includes an ammo slot 
on the back to carry one additional Mini Nuke without increasing EV! 


An additional battery slot is mounted on the back of the armor and provides more power for 
long range or extended missions. 

3> Adds another battery and effectively doubles energy capacity, as well as charge output! 
Jetpacks are permanently attached to the back of the Power Armor and eject jets of hot air to 
propel the wearer into the air, allowing long jumps, almost like flying! Jetpacks come in two 
variants. The Mark | Jetpack focuses on speed and short range jumps. The Mark II Jetpack 
focuses sustained activation and thus on long range jumping. 

Э Mk. 1: activate as a free action, triples Jump Distance for one round, needs 2 rounds 
recharge time until it can be activated again. 

Э МК. Il: activate as a normal action, Jump Distance is not increased but jumping can be 
sustained (counts as moving) for up to 6 rounds, needs 3 rounds until it can be activated again. 
Э Both drain 2 charges per round and deal 146 fire damage to creatures directly below the 
wearer as an area attack (no hit roll needed). 

The servos of the limbs are designed to assist certain movements and increase the physical 
S.P.E.C.I.A.L. stats of the wearer. All stats could be increased but common models focus on 
Strength and Endurance. Boosting Agility is difficult and expensive and was therefore avoided. 
> Increases S.P.E.C.I.A.L. stats by up to 5 points (see PA's entry). Activation as free act. 

Э ST апа AG increase drains 1 charge per round, EN increase drains 1 charge per hour! 


The servos of the limbs can enter an overdrive mode increasing the movement speed of the 
wearer immensely. Basically, though, the Power Armor starts to move on its own and the 
wearer has only limited control over direction and movement. Quick turns and complex 
acrobatics become impossible! 

Э Increase the Run Speed multiplier to 5 meters for one round as a free action. Movement is 
limited to running and jumping in a more or less straight line forward or upwards. Firing-while- 
running and hit-moving-target penalties are doubled as well as any melee, brawl or martial 
arts damage dealt by the wearer when charging an enemy in overdrive mode. 

Э Drains 1 charge per activation. 

This modification is especially common among the Brotherhood of Steel and was a rather poor 
attempt to mimic Tesla Armor technology. Connected plates of highly conductive material are 
attached to the armor, meant to dissipate electricity and to channel it into the ground. 
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Headwear: 


Э Headwear is handled in its own section, because unlike other parts of clothing or armor, which are normally attached to each 
other, it is often substituted with a different item. Thus all headwear items presented in this section can be from any material 
defining the armor sections before. This and the fact that headwear can come in all kinds of shapes and flavors is the reason 
why headwear items have much more generalized entries than normal armor. There is also a general ruleset covering different 
features a specific piece of headwear might have, like covering the ears, the eyes or the face, having a brim or a visor, etc. 

> The Stopping Power of a piece of headwear depends on the material it is made of and how much of the head is covered by it. 
Every material (Cloth, Leather, Metal and Composite) has a basic SP-value, which is given in the respective entry below. This 
value is multiplied by a number dependent on the covered areas (Top, Back/Neck, Face), rounded normally. The basic multiplier 
is 0. Covering the Top of the head adds +0.5 to the multiplier, as well as covering its Back and/or Neck, while covering the Face 
adds +1 to the multiplier, to an overall maximum of x2. If a single headwear item is made of different materials it is up to the 
GM to decide which the basic material to make the calculations from is and whether this modifies the SP or other values of the 
item in any way. Also some kinds of hats, caps or helmets might rather fall in a different category than the material it is made of 
or they might be made of an unusual material like bone or wood or simple hard plastic! It is up to the GM to determine its 
actual protective qualities and assign it to a category. Also such items might be hard or soft armor instead of the other! 
Example: Let's imagine a normal steel helmet with piece of leather as neck protection. The GM rules the main material of the 
item to be metal and the item as a whole covers the top area of the head (steel helmet) and the Back of the head and the Neck 
(piece of leather). The Stopping Power of this headwear is thus calculated as follows: SP 4h x 1.0 = SP 4h 
Metal has a basic SP-value of 4h. The item covers the Top and the Back/Neck areas. The Top area adds +0.5 to the multiplier and 
the Back/Neck area adds another 0.5. If the Item had a mask, it would add another +1 to the multiplier adding up to x2.0. 

But this is not the case and since the neck protection also is made of leather the GM rules that the item has a reduced SP of 3h! 

> Items without any SP but only Features are also possible applying the aforementioned rules. These could be goggles or a simple ; 
filter mask, for example, which are strapped to the head by several leather bands that do not actually cover enough to be سے‎ 

effectively protective. But such an item could give you the benefits of the respective feature(s) it is equipped with. Another Ф 

good example would be Night Vision Goggles, featuring а UV-Visualizer and а UV-Headlight, but offering no protection! 

Such an item still counts as a single Headwear item but has special layering rules (see Headwear Layering rules further down)! 

Rad Resistance also depends on the material of the item: Cloth (+0), Leather (+1), Metal (SP+2), Composite (SP+4) 

The Encumbrance Value also depends on the material of the item: Cloth (+0), Leather (+1), Metal (+2), Composite (+1) 

The Cost of a headwear item equals its SP x 20 Caps plus any modifications or features the item is equipped with (see entries). 

Only two head items can be worn as armor layers, independent of the head areas they cover, as already covered by the 

standard Armor Rules. Also аз noted there, hard armor can only be-worn over soft armor (see Combat Rules » Armor). Items 

without SP still do not count as a layer, but Headwear items without SP but equipped with a feature are limited to one! 

Covering the face creates certain social disadvantages, which results in a -3 penalty to all social checks except Intimidation. 

Covering the ears has certain advantages but of course your hearing is somewhat impaired. You gain *1 to all checks and saves 

to avoid hearing or pressure related effects, but suffer from a -1 penalty to all other hearing related checks. 
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Name SP x Top xBack/Neck x Face ЕМ Rad Resist Cost 
Notes 
Cloth Hat 0— 1s +0.5 +0.5 +1.0 0 +0 SPx200 
Examples: Ballcaps, Hats, Berets, Cylinders, Beanies, Bonnets, Uniform Hats, Fur Caps, Straw Hats, Turbans, Head and Face Wraps, Bandanas, etc. 
Leather Hat 2s *0.5 +0.5 +1.0 1 +1 SP x 20@ е 
Examples: Aviator Caps, Fur Caps, Leather Hats, Leather Hoods, Bone Helmets, Wooden Helmets, Rubber Masks, etc. $ 
7 
Metal Helmet 4h +0.5 +0.5 +1.0 2 SP+2 SPx20@ ^ 
Examples: Steel Helmets, Assault Masks, Welding Masks, Makeshift Plate Helmets, Ancient Helmets, Eyebot Helmets, Old Diving Helmets, etc. 
Composite Helmet 4s or 4h +0.5 +0.5 +1.0 1 SP+4 SP x 20@ 
~ Examples: Motorcycle Helmets, Sports Helmets (Baseball, Football, Skiing, Boxing, etc.), Police and Security Helmets, Military Combat Helmets, 
Fighter Pilot Helmets, Construction Hats, Firefighter Hats, Working Helmets, Plastic Visors, Modern Deep Diving Helmets, etc. 
+ Brim, Broad Brim or Sun Visor (> feature) - - - +15 @ 
м Grants bonus to saves or checks to avoid sight related effects, as well as sight dependent checks in bright areas. (Brim: +1, Broad B. or Visor: +2) 
\ + Eye Protection (Goggles / Visor / Mask) (> feature) - - - +208 
ч Grants +2 bonus to saves or checks to avoid sight related effects, but also causes -3 penalty to all sight dependent checks and Hit Rolls! 
* Glasses / Visor (beneficial) (» feature) - - - +258 
Mostly sunglasses or special vision improving visors! Grant +1 bonus їо sight dependent skill checks. 
* Electronic Visor (with or without HUD) (» feature) - - — 4556 | (+10080) 
Provides different electronic vision enhancements. Options are: IR/Thermal Sight, UV-Visualizer, Low-Light Amplifier, Image Enhancement, 
Teleoptics, VATS, HUD (Compass, Radio Display, Motion Scanner, etc. * other system inform.). Eye Protection modifiers apply only when inactive! 
* Electronic Audio (» feature) - - - +508 
Provides different audio systems апа covers the ears. Needs at least one option: Radio Module, Audio Amplifier, Level Damper, Geiger Counter. 
= —  .. + Ear Protection / Protective Earmuffs (> feature) - - - +158 
Grants the same bonuses as regular ear covering headwear (see above), but grants а +3 bonus and causes а -2 penalty instead of +1/-1. 
+ Standard or Advanced Air Filter (> feature) - — +5 (SAF) / +10 (ААР) +1009 | «1502 


+5 / +10 bonus to Poison Resist and overall Rad Resist. Also adds a multiplier to Armor RR, if certain conditions are met (see Details below). The 
fixed resistance values only work against gaseous toxins and aerial radiation, not injected substances, contaminated objects or radiation dmg. 


* Respirator (» feature) – - +10 +1708 
Needs a compressed air supply. Provides same bonuses as an Advanced Air Filter, but makes immune to gaseous toxins and suffocation effects. Р 
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Examples (Cloth): 


Examples (Leather): 
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Examples (Metal): 


Examples (Composite): 


Headwear Modifications and Feature Options: 


Э Headwear Modifications are different from Features the same way as Armor Modifications are different from Power Armor 
Systems, for example. Normally, Features are basic parts of an item and can only be removed by cutting or ripping them off. It 
might be more or less difficult, but Modifications are usually not part of an item but can be added or removed afterwards. The 
following table consists of all Electronic Visor and Audio options, as well as general Headwear modifications. 
Э The Electronic Visor and Electronic Audio features listed in the Headwear items table are of not much use if they are not 
equipped with one or more of their options presented below. Basically there are no limitations to how many options the 
respective features may be equipped with, but of course, the GM may only allow a limited number if he or she deems certain | 
combinations too powerful or simply unrealistic. à 
Generally an Electronic Visor and an Electronic Audio have separate energy cell slots to power them. 


An Electronic Visor drains 1 charge of energy per HOUR while activated, no matter what options are active or not! 
An Electronic Audio drains 1 charge of energy per DAY while activated, no matter what options are active or not! 


When deactivated both systems follow the standard rules for Headwear, which covers eyes or ears. When activated it depends 
on which options the respective feature is equipped with, although Electronic Visors usually do not modify visibility anymore, 
when active. Some Electronic Audio options, mainly the Audio Amplifier, negate the muffling of sound of the earpieces of the 
system and thus negate the resulting modifications (see basic Headwear Rules). 

> Air Filters and Advanced Air Filters can improve an armor's Radiation Resistance significantly. If an armor covers the whole 
body and is airtight and is combined with a Headwear item that also covers the whole head (all 3 coverage areas) and has an Air 
Filter or a Respirator multiply all armor's Rad Resist values by 1.5 for an Standard Air Filter or 2 for an Advanced Air Filter or a 
Respirator. When the armor gets damaged until it is considered in Bad Condition (-5096 SP value) at any body location, the 
multiplier will not apply anymore! Making the armor suitable again adds +5 to any maintenance check but armor that has ever 
been broken, can never be repaired to airtight quality. 


Air Filters use one or more Filter Cartridges (see General Equipment). These have different sizes but can be refilled with 
a different model. Depending on size they last for 1 to 5 hours, or less if the area is highly contaminated (up to the GM). 


> Power Armor Helmets modifications and options for work identically and thus have no separate section of their own. Their 
only difference is, that any electronic features they are equipped with are powered by the armor's energy source, unless they 
have been modified to have their own energy source! 


| 


Headwear Modifications and Feature Options 


Name 
Heads-Up Display 
or HUD 
> Electronic 
Visor Option 


Compass 
> Electronic Visor 
w/ HUD Option 
Motion Scanner 
> Electronic Visor 
w/ HUD and/or 
> El. Audio Option 


V.AT.S. 
> Electronic Visor 
w/ HUD Option 


Radio Display 
> Electronic Visor 
w/ HUD + Radio 
Module Option 


Integrated Database 
> Electronic Visor 
w/ HUD Option 


a Teleoptics 
> Electronic 
Visor Option 


Image Enhancement 
> Sight Mode 
> Electronic 
Visor Option 


IR or Thermal Sight 
> Sight Mode 
> Electronic 
Visor Option 


UV Visualizer 
> Sight Mode 
> Electronic 
Visor Option 


Low-Light Amplifier 
> Sight Mode 
> Electronic 
Visor Option 


Description 
A HUD displays all kinds of information and obviously needs an Electronic Visor as its basic display device. HUDs 
can display any kind of information of a connected system. Basically there is no limit to how many systems can 
be connected, but at some point too many permanently displayed blinking lists and bars and numbers and icons 
are simply impractical. Electronic Visors either come with or without a HUD. Equipping a visor with a HUD 
afterwards is not possible. Adding options, however, usually is. 

Э Can be activated and deactivated entirely or single information displays individually as one action. 


The Headwear is equipped with an electronic compass including an artificial horizon, which information is 
displayed by the HUD. Orientation within the wasteland becomes a lot easier this way. 
Э Determining direction does not require a check and the user gains a +3 bonus їо any orientation check! 


This built-in Motion Scanner works like the handheld version (see General Equipment), except that its 
information is displayed by the HUD. In addition it can be connected to an Electronic Audio module, which 
warns the user from incoming movement with distinct blips. 

Э Shows any movement within a cone in front of the wearer with a range of 10 meters and a width of 5 
meters. Any barrier with an SP value of more than 10 blocks the sensor and hides the movement again. 


The Vault-Tec Assisted Targeting System scans the surroundings of the user creatures close by, and displays 
probable weak spots, pre-calculates bullet trajectory, highlights movements and warns from weapons pointed 
at the user. This device had an immense impact on the development of the War and is probably one of the 
bigger factors that pushed one side into the use of their nuclear arsenal. It makes ground units a lot more 
efficient and deadly. Its highly advanced sensors and calculation algorithms let the user react much faster and 
much more precisely. A V.A.T.S. always consists of a special V.A.T.S. Sensor Array and an electronic visor to 
display the information. Fast feedback is essential for it to work and thus а HUD is obviously mandatory! Also 
without proper training (see V.A.T.S. Training Perk) the system is impossible to utilize and even distracts the 
user so much that all bonuses it grants become penalties instead! (also see description in Special Equipment!) 
Э Grants a general bonus of +1 to all hit rolls; reduces any combat penalties by 2, which are either movement 
or size related, or based on targeting specific body locations! 

Э Also the Action Point cost of any action directly related to combat is reduced by 1! 


This simple HUD option adds a display to the HUD showing a connected Radio Module's current frequency, any 
signal modulation, signal strength and other information about the Radio Module. It can also show the user an 
optical signal, if the frequency detector of the module stumbles over a signal within its range. 

Э There is no direct technical advantage, when using this option, but of course, accessing this information 
works a lot quicker, using this HUD option instead the limited controls on the module itself. 


Similar to the Information Database feature of a Pip-Boy, this option allows the user to access large amounts of 
digital information stored in the database. It is not able to read or store external information, like from 
holodisks, for example and changing the information in an Integrated Database requires an external console 
device, like a computer terminal or a Pip-Boy! Also, when activated its information covers the whole field of 
view of the user and deactivates any other HUD elements! 

Э Provides 2 slots of storage space for Information Databases only (see Pip-Boy description). 

Э If activated it causes the same penalty as if blinded by dust and negates any other HUD bonuses. 


The Teleoptics option enables the visor to zoom into the field of view of the wearer to a factor of up to 3. It does 
not work like a real Optical Scope but has a similar effect. Unfortunately both are not compatible! 

Э Grants the same effect as a normal binoculars in addition to а +3 bonus to hit rolls at Extreme and Long 
Ranges. It grants no bonus at Medium Range and causes a -5 penalty at Short or Point Blank Ranges. Activating 
and deactivating Teleoptics takes an action! 

Э Optical Scope bonuses and Teleoptics bonuses are not cumulative! 


This option enables the Electronic Visor to enhance the vision of the wearer by amplifying contrast and 
brightness of his field of view slightly, without falsifying colors or changing his mode of perception entirely. 

Э Grants а +1 bonus to all sight based Awareness checks. 

Э Sight Mode: Only one "Sight Mode"-option can be active at a time. Changing to another Sight Mode takes 
one action and causes the wearer to be completely blind for 2 full rounds, until the new mode has powered up! 


This option enables the Electronic Visor to visualize infrared or heat radiation creating a thermal image of the 
wearer's surroundings. Infrared light penetrates barriers and thus makes warm objects visible even when they 
are blocked from normal sight. This Sight Mode can penetrate normal barriers with an SP value of up to 15 
points. Thermal insulation of any kind block this kind of sight entirely! 

Э The diffuse nature of Thermal Sight causes a -3 penalty to hit rolls and most sight dependent checks! 

Э Sight Mode: Only one "Sight Mode"-option can be active at a time. Changing to another Sight Mode takes 
one action and causes the wearer to be completely blind for 2 full rounds, until the new mode has powered up! 


This option enables the Electronic Visor to visualize ultraviolet light creating a greenish-grey image even in 
seemingly total darkness. But the whole imaging system relies on UV light present to work! In total darkness, 
however, it won't work without a UV light source. Thus they are normally used in conjunction with a UV- 
Headlight. These emit nonvisible UV light which illuminates the surroundings for the wearer of the visor! 

Of course, however, anyone else with a UV Visualizer can also see these Headlights! 

Э Enables to see in total darkness, but the monochrome image causes a -5 penalty on Perception checks for 
noticing immobile objects or creatures, because you can only rely on shapes to recognize them! 

Э Sight Mode: Only one "Sight Mode"-option can be active at a time. Changing to another Sight Mode takes 
one action and causes the wearer to be completely blind for 2 full rounds, until the new mode has powered up! 


This option enables the wearer to see in dark conditions as if in broad daylight. This Sight Mode relies on at least 
some visible light to be present and won't work in total darkness! 

Э Negates any dark condition penalties and lets you see twice as far in dark conditions! 

Э Sight Mode: Only one "Sight Mode"-option can be active at a time. Changing to another Sight Mode takes 
one action and causes the wearer to be completely blind for 2 full rounds, until the new mode has powered up! 


Cost 
+450 


+1006 


+5008 


+6508 


+350 


+850 


+1208 


+800 


+750 


+708 
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Headwear Modifications and Feature Options (continued) 2. 
Radio Module A Radio Module can be an internal system of the advanced Electronic Audio feature of high-tech helmets or it +450@ 
> Electronic can be а standalone modification to an existing Headwear item without an Electronic Audio feature. It can pick 
Audio Option or up radio signals of most frequencies and usually also transmit a short range signal. Radio Modules with а 


» Modification 


Audio Amplifier 
> Electronic 
Audio Option 


Level Damper 
> Electronic 
Audio Option 


—— Geiger Counter 


> Electronic Audio 
Option and/or 

> Electronic Visor 
w/ HUD Option 


Headlight 


microphone are common among sophisticated mercenary groups and other high-tech organizations for short 
and long range communication during missions. Long range transmission requires an external antenna, though! 
Also they can transmit any data of a connected electronic system, like a Geiger Counter or a Camera, etc.! 


The Audio Amplifier option does exactly what its name suggests. When activated, it amplifies any sound around 46542 
its user making it possible to overhear conversations further away or helps noticing the assassin attacking from 

behind. The user is well advised, however, to use this option in conjunction with a Level Damper to avoid 

damage to the ears from sudden loud noises! 

3 Grants +5 to hearing related Awareness checks, while activated. Activating/deactivating takes one action. 

Э Doubles any sound related damage or confers a -10 penalty against hearing related effects while active! 

Э Bonuses and penalties from covering the ears are negated while activated! 

A Level Damper filters noises and protects the wearer from sudden loud bursts of sound and pressure! This +459 
option is common among troops, who specialize in heavy weapons and explosive ordnance! The system сап be 

activated and deactivated but confers no penalty to hearing, since it merely reacts to dangerous levels of noise! 

Э Negates any sound related damage to the head while activated. Also negates any penalties to saves against 

hearing and pressure related effects. 


Integrated Geiger Counters work the same way as handheld versions do, except that their signal output is +3508 
connected to either the Electronic Audio or The Electronic Audio and the Electronic Visor of a helmet, +5009 
depending on the signal output of the Geiger Counter (» Basic or Advanced). The audio signal, as {Не standard 

output of a Basic Geiger Counter, is connected to the Electronic Audio, but an Electronic Visor with a HUD could 

display visual data or even the exact numeral data of an Advanced Geiger Counter. 


This modification to a Headwear item can be everything from an oil lamp screwed to a steel helmet to a built-in +100@ 


(normal and/or UV) tactical flashlight with normal and UV function. UV only flashlights are also common, but they are usually part of 


» Modification 


Helmet Camera 
» Modification 


Mask Paint | Horns | 
etc. 
» Modification 


Camouflage 
» Modification 


Reinforced 


ИР > Modification 


—— 5 


^ 


Lightweight 
» Modification 


Lead Lined 
» Modification 


Gecko Backed 
» Modification 


an item with a UV Visualizer. Rare flashlights can emit both spectrums. 


Helmet Cameras are rare and normally only used by highly sophisticated military organizations or mercenary +3008 
groups to monitor their troops missions. But of course any camera attached їо а helmet сап serve the same 

purpose. Strap-on cameras can either simply record video and audio data or, if used in conjunction with a Radio 

Module, transmit their data somewhere else. 

Some people try to look more dangerous than they really are, others try to tell people around them that they +158 
actually are bad ass! Mask paint, horns, a grim and savage look and similar modifications to headwear are 

especially common among tribes and raider clans. All of them aim to intimidate others and spread fear among 

the enemies of the wearers. But no horns or paint will have much effect, if you can't live up to the reputation 

you are suggesting! 

Э Grants а +3 bonus to all Intimidation or similar checks, but also causes a -3 penalty to all other social checks. 


This modification has no effect of its own, but if a Headwear item does not have the same Camouflage +308 
modification as the armor worn, the armor's modification loses its effect, if no face paint is applied to hide the 

skin. Thus this entry only serves general completeness. 

This modification works like the Body Armor modification of the same name. All applicable rules described in its +20@ 
description also apply for Headwear items, including applicable material type and incompatibilities! per SP! 
> Increase SP up to 1.5 times the original value and/or change, type from Soft to Hard Armor. Add +1 to EV for 

every 3 commenced points added to SP. Changing type to Hard Armor needs at least +3 SP of reinforcement! 

This modification works like the Body Armor modification of the same name. All applicable rules described in its +15@ 
description also apply for Headwear items, including applicable material type and incompatibilities! per SP! 
Э Decrease SP up to 50% of the original value and/or change, type from Hard to Soft Armor. Reduce EV by one 

for every 2 full points subtracted from SP (min. EV +0). Changing type to Soft needs at least a reduction of -3 SP! 

Metal Armors, however, can never be Soft. 


This modification works like the Body Armor modification of the same name. All applicable rules described in +508 
its description also apply for Headwear items, including applicable material type and incompatibilities! per 3 
Э Increase Radiation Resistance and add +1 to EV for every 3 commenced points added to RR! commenced 
Also add +2 to SP for every 3 full points of RR added. Also change the type to Hard Armor, if SP increases. points! 


This modification works like the Body Armor modification of the same name. All applicable rules described inits +75@ 
description also apply for Headwear items, including applicable material type and incompatibilities! each! 
3 Green G.: +5 Acid Resist, Fire G.: +5 Fire Resist, Golden G.: +3 Rad Resist 
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—HiI-Iconic and Unig 


VEHICLES 


Vehicles did not play a big part in most Fallout games other than being obstacles, cover or a means to create a really great explosion. 
Working motorized vehicles are so rare or so dangerous, that transportation does not rely on them anymore in most parts of the 
Wasteland. Therefore this chapter will not provide stats for the vehicles of the wastes but rather aims to give an overview of the different 
parts vehicles, their technology and everything around them could play in your game. Also this chapter will provide more info on vehicle 
technology than the games give you and tries to fill a few gaps. It also compiles some information from different sources to give a 
consistent overview of certain iconic vehicles and the role they played or still play. If you do not like how the gaps were filled or how 
information were compiled, you'll have to do so yourself, I’m afraid. 

The Cyberpunk rules on vehicles are pretty much alright and provide everything you need to put vehicles in your game if you want 
to do so. The Cyberpunk 2020 Reference Document, which is linked on the disclaimer page, has a long list of vehicles including their stats 
from almost all official releases. It can serve as a good resource for any type of vehicle stats you could 
need or you'll just have to make them up yourself! But keep in mind that in the standard 
Fallout setting a working vehicle is a very powerful piece of equipment. They should be 


unique and special to your players and you should not give them away lightly; unless 4 à 
# 
AT, 
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you are planning to bring Mad Max to the Fallout Wasteland, of course! 
1) Vehicles and Technology before the War pem 
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> Vehicle design before the War was very similar to what we know from our past and our present, but as conflicts over resources all 
around the world arose, finite resources like petrol became increasingly rare and had to be rationed at some point. Some 
economical and industrial areas like agriculture, had special allotments of petrol, which decreased the necessity for accelerated 
development towards alternatives. The general public wasn't so lucky and a quick solution for the fuel crisis had to be found. But 
since it was the atomic age, nuclear driven vehicles weren't far. First plans and prototypes were already molding in the drawers and 
construction halls of many car companies but they were deemed too dangerous for further development. But in the face of non- 
motorization nobody cared so much about that anymore! Chryslus Motors was the first company to realize this development and 
began developing the nuclear engine for cars much earlier than other did. Thus, as soon as petrol was mostly banned for civil use, 
they dominated the market and sold hundreds of thousands of nuclear driven cars to demanding Americans. Quickly many other 
vehicles were also retrofitted with similar engines and Chryslus happily sold patents to many 
other companies, which fell behind. 
As soon as the War entered its hot state, all fossil fuel that was left was 
allocated to the military and companies like Poseidon Energy were forbidden 
to produce gasoline for anyone else. Private stocks of petrol, stored in secret 
by foresighted citizens, became the only sources of fuel for those, who didn't 
want to make the step into the marvelous age of nuclear propulsion. 
But none of this mattered for very long, as a few years later the Affe 
À whole world was about to change and cars or planes or trains and 
ships were to become artifacts of the past, without any kind of use other 
than giving shelter to the survivors on the surface! 


On the Road: 


> Cars, busses, trucks and motorcycles were of course the most prominent means of transportation before the War. Most of them, 
due to the global developments, were generally run on electric engines drawing power from on-board batteries but mostly from a 
' small nuclear reactor to the rear of the vehicle. But vehicles running on petrol also exist, though they became extremely rare. Most 
vehicles with petrol engines found in the Wasteland today are tractors and other agricultural or military vehicles, since 
gasoline was no longer approved for use in personal automobiles, in order to be saved for only the most crucial 
tasks. This would seem to include the production of food. Busses and other public means of transport, were 

quickly retrofitted to nuclear engines to save petrol for ships and planes until they could be equipped similarly. 


In the Air: 


> Aircraft like airplanes or Vertibirds ran on kerosene and for a long time they were not retrofitted or reconstructed with nuclear 
engines. Commercial or corporate airliners and other aircraft had to be reequipped quickly shortly before and after the ban of 
petrol outside military use. All in all aircraft are usually propeller driven but jet planes also exist. Jet planes however are almost 
exclusively high-tech military vehicles except for the latest models of nuclear powered and jet driven commercial airliners. 
Notable companies involved in aircraft technology were: ArcJet Systems, RepConn Aerospace, Boeing, Lockheed and Ball 
Aerospace. 

Since conserving resources was a main goal of all governments, the airship technology was taken up again during the cold phase 
of the War. Fortified airships started to patrol the skies and since they stayed aloft without burning tons of fuel, they quickly 
became the favored aircraft within the American military. But, because the technology had been dbandoned decades ago, they had 
to be constructed from scratch. This was an expensive endeavor and made it difficult to equip the whole military with airships 

within a short period of time. Also the different commonwealths of the United States had 
different opinions on the topic and in the end only few military airships made it into 
service before the War found its sudden end. 


On Rails: 


Э Before the War railroad vehicles were the most popular vehicles for mass transportation. As an energy efficient means of 
transportation, trains and monorails became more and more important during the decades before the War and railroad lines 
started to span all American commonwealths. Many lines were built underground, even outside cities, so they could easily be 
connected to the subway system, which became the lifeline of most cities. Especially during the rationing of petrol and before 
nuclear driven cars made it onto the streets in large amounts, the subway experienced a huge renaissance, and thus subway 
systems can be found almost everywhere. 

A huge competitor to the intercity subways was to become the monorail. The monorail high speed city to city line network 
quickly covered most of the US and posed a better alternative for long range travel. But in the highly competitive business of 
railroading normal trains for passenger transportation also found their place, especially because the monorail network and normal 
railroads were incompatible. Also the monorail was highly impracticable for cargo transportation and so, freight trains stayed on 
the normal railroads almost exclusively. There were two versions of the monorail built by two 
competing companies. The slower highway-bound hanging version connecting main places 
within city borders as well as metropolis regions. Another much 
faster version driving on top its own rail system connected 
large cities over long distances for intercity travel. 

Since many trains were already driven by electric 
engines, retrofitting the remaining to nuclear instead of 
diesel power wasn't as much as an effort as with other 
vehicles, which increased the importance of the railroads 
further before and during the War. 


“On the Water: 


> Ships, boats and submarines меге the last means of transportation retrofitted with nuclear technology. At least.the private and 
commercial sectors were not interesting enough for companies to invest in. Reequipping large freighters and other ships with 
nuclear engines would have been reasonable, but as of their importance to the military and the government, companies running 
such vehicles had special exceptions from petrol rationing. Retrofitting private boats was simply too expensive for most people to 
be reasonable, at least at first. Military ships however, were quickly 
retrofitted since they burned the most of the remaining fossil fuels and 
most large ships of the US military ran on nuclear engines 
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In the Military: s 2 


Э There is not much to say about military vehicles, like trucks, tanks, jets, war- or even airships, < 
other than they were obviously equipped with more arms and armor than civilian vehicles. Trucks 
i and other smaller vehicles were mostly retrofitted to nuclear engines after the fossil fuels 
| F^! | _ ran low, but tanks and larger vehicles often ran on petrol until the end. In general, 
р> | |. though, newly constructed models were always equipped with 
a = = nuclear engines in foresight of the depletion of petrol 
^ within the next decades. Also, military vehicles are 
much sturdier and survived the bombs better than 
others. Therefore many, if not most, restored 
vehicles are of military or similar origin. 
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2) Vehicles and Technology Today 


On the Road: 


> Wheel-based vehicles are still the most prominent example for vehicles of any 
importance to the people of the wastes. Transportation though is mainly achieved 
by carts either pulled by brahmin or the people themselves. A common sight are 
brahmin carts made from old vehicles like vans or the Pick-R-Up. Generally the 
cars of the old world pose a practical resource for tires and other parts, but 
mainly they are dangerous. Working cars or other working vehicles of the roads are as 
rare as a one headed-brahmin bull. Without'Tesources, vehicles could not be driven any longer and after the War a lot of human 
knowledge was lost. Most books were damaged beyond all legibility by the War and many computers were destroyed due to years 
of neglect, and with them the documentation for these pre-War vehicles was lost. People forgot how to tend to these high-tech 
vehicles with their complicated electrical, petrol or nuclear motors. This combined with the lack of large scale primary and 
secondary industry.meant most-vehicle production-or even repair was largely impossible. Perhaps most significantly, few roads are 
iî û fit state to drive on anyway.'So most groups just stick with pack brahmin or carts-for their transport needs. Also reports of 
steam-powered vehicles arose in some places, especially around certain Super Mutant groups, but they were never confirmed. 
But there are instances of working cars and even other working vehicles though extremely rare outside of technologically 
. advanced groups. A prime example can be the New California: Republic, who is said to have several United States military trucks 
—— repaired and'in-.working order at Camp McCarran. But there are also single individuals throughout the Wasteland who managed to 
| repair Highwaymans, Omnis ог Corvegas to working condition. Having a working vehicle is one thing, but fueling it is completely 
other matter! Petrol is very hard to come by. Most private stashes are already used up and most fuel sources depletedsduring the 
first decades directly after the War. So petrol cars are extremely uncommon. Nuclear powered cars or trucks, though, do not run 
out of fuel that quickly, so they are a much more common choice. But in contrast to petrol powered cars they are extremely 
dangerous. Most nuclear engines are too complex to maintain for most people of the wastes and finding a repairable one is a 
deadly task! After decades of neglect most nuclear engines started leaking*their fuel which makes them ticking dirty time bombs! 
A damaged nuclear engine does not only break, but also tends to blow up in a huge explosion equal to a Mininuke, which makes 
maintenance, repair or even being near it a job only for really dedicated people! Even if it does not blow up, the leaking radiation, 
though not of far reach, poses a silent danger most people do not want to be exposed to. Nuclear fuel is similarly dangerous, and so 
it has been üntouched by most people, even after several hundred years. Therefore it's available at most ruins of fuel stations, but 
it makes them equally avoided places as large clusters of cars. Such accumulations also pose major obstacles, if they cannot be 
avoided. A traffic jam on a highway bridge spanning a canyon, which had been caught in the blast of an atomic bomb is a dangerous 
place to be. Not only because the cars can always explode and cause a chain reaction of devastation, but also because you never 
—- know.the irradiation of the place from the engines or where radiation hot spots are. Also such places tend to be inhabited by 
creatures drawn by itswarm glow! 
Nonetheless cars and trucks are popular equipment to mem groups of people in the wastes and getting their hands on one 
can easily cause power shifts a. or a change of politics.since they are a powerful 
| tool for all kinds of endeavors! 
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In the Air: 
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Airborne vehicles were powerful 
devices before the War, now they 
are the most dreaded tools ; ~ 
people can possess! The reasons OT "NS AS wx a = 

for this are more or less obvious. ; А ТЕЕ \ M p 1 

Not only are people who can ^ = {Ў 4737 К | "EAS 
Operate such a craft able to cover \ ў \ p: i= | 

long distances within minutes, but — 
they also. become more or less ud 
untouchable by the соттоп 
population, if they play their cards right. Also 
they extend the reach of any group immensely and 
in addition they bring a very high damage potential. with 
them. Thus, much more than working cars or trucks, airplanes or helicopters, like the 

awe inspiring Vertibird, are exclusive to technologically advanced factions like the Brotherhood of Steel or the Enclave! 
Wastelanders normally don’t waste a thought on trying to build'or salvage flying vehicles, since none of them would know how 
they works, let alone how to fly them. 

Still there have been endeavors to recover and repair airborne vehicles by some proficient groups. The B-29 Superfortress, for 
example, was a four-engine, propeller-driven, heavy bomber that was flown primarily by the United States during World War II. On 
July 21, 1948, one of these aircraft crashed into Lake Mead. 333 years later, the aircraft became an object of interest for “the 
Boomers”, who intended to raise it from the lake's bottom and restore to flyable condition, using parts from a museum B-29 that 
was kept at Nellis Air Force Base. Also at least one Vertibird is in NCR hands, as well.as several fixed wing aircraft, although it is 


unknown if these craft are in any working order, but since they have rarely been seen flying, it is highly probable that even these „~ 


well organized groups did not manage to consistently maintain aircraft so far. 

There has been one prominent example for an aircraft in working condition in the latest past. There are reports originating from 
the Commonwealth that a huge flying craft similar to a warship has been spotted cruising the skies of the Boston Wasteland. As far 
as rumors go it serves as a military base and aircraft carrier for the Boston division of the Brotherhood of Steel. It is probable that 


‘the BoS managed to recover one of the military airships constructed before the War or to build one from:scratch using construction 


plans they might have found at Nellis Air Force Base, where the craft seems to have originated from. It is not the first time these 
airships were restored or even built from scratch by the Brotherhood of Steel. There have been several sightings over the decades, 
but it seems that these craft either draw too much attention for their own good, or that they are still too difficult to operate even 
for the Brotherhood of Steel, since none of them kept flying for very long. 

Much more than being a means for transportation, aircraft, especially the wrecks of large airliners that crashed during the 
bombings, serve as a good resource for all kinds of technology. Especially radios and similar devices, as well as electronic junk that 


’сап be repurposed. Also, vehicles of such size often serve as shelter for wanderers or even settlers, who either use parts of ihe 


4! vehicle to build their new homes or simply inhabit the whole thing as it is. 
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-On Rails: 

2 Rail-based vehicles play a much bigger role in the Wasteland than cars, trucks or aircraft! 
Vehicles on wheels are much more flexible, but the withering concrete roads cannot be 
maintained anymore and dirt foads wear them out quickly. However, especially in dry areas, 

+ ‘rails do not wither nearly as fast as roads do, and they turn out to be much'easier to 
maintain. Be it the simple hand driven rail cart or even an actual restored train engine, rails 
offer a great alternative for travel on or even under the wastes. 

+ ‘ Though it is rare, because of all the aforementioned technological issues, there are a lot of Wasteland communities, which 
established rail routes connecting them with one another. Obviously these fixed routes are easy targets for raiders of all kinds, but 
like. always it is a question of pro and cons in a harsh environment. Thus, offering good shelter and protected rail paths, the 
р underground subway tunnels are popular ways to travel, № you are not afraid of the dark and what lurks within, that is. Especially in + 
former urban areas subway stations and tunnels were often cleared and fortified for living and travel, since even their 
claustrophobic atmosphere and the dangers of the dark are sometimes better than living and travelling upstairs! | 
>, Other than the normal railroads, the monorail lines do not. play much of a role in the Wastes! The whole system is technologically 
much too sophisticated to be maintained by the general Wasteland population, aside from the fact that the rail itself needs to be 
powered, which is simply not sustainable for almost all factions. But, since the monorail lines were built high above the ground, 
they pose a good choice for travelling on them on foot as long-as they have not collapsed, yet. Similarly some people seek 
PE high above the ground when building their communities on highways or bridges! 


On the Water: 


> Water-based vehicles play a secondary role in the Wasteland, mainly because water is dangerous. Water 
accumulates radiation and most bodies of water are either strongly irradiated апа: ~ 
pose a major thread by themselves already, or they draw or produce all Kies. of 
mutants, which roam coastlines or live below the surface you аге 
travelling on. Huge water creatures tend to attack ships and х 
boats and obviously you are outside your own element when that 
happens..Thus most Wastelanders avoid travelling across bodies of 
water, let alone swimming in them! 

There are-bold people though, who occupy this niche and restore: 
boats and ships to working condition, maintain travelling lines or even 
live in old wrecks of huge ships, preferring the dangers of the waters . 
to the dangers of the Wastes! 


E. 4) Iconic and Unie, Vehicles of the Fallout World 
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The Chivsfus Motors Corvega, Cherry Bomb 8 the Fusion Flea Supreme: : 
Э The Corvega was a line of car models manufactured by Chryslus Motors in pre-War | 
USA. E were at least four models in this line vos e by НЫ Cm n йй | : | 
eT ' before the Great War and the Corvega Atomic V8 became the Cryslus Motors’ = = 
х ‘flagship after the original petrol powered Corvega line, after they released their Duci) 
nuclear engine lines in the 2070s. The exact year when the first Corvega was | А 
available is still unknown, but it was already available for purchase in 2056. In the 
20605, soon after Canada was annexed, an original Corvega cost "only" $199,999.99. 
Р This further corroborates speculation of steady and reasonable (4.55% average from 
" 1960s Corvair) inflation in the decades leading up to the Great War, since these 
vehicles are known to be commonly found throughout California, Nevada, Utah, 
2 Pittsburgh, the Columbia Commonwealth, and Massachusetts. Other products, such 
Чч as Giddyup Buttercup and the Vault-Tec vaults themselves, carried similarly hefty 
price tags. 
> Another of Chryslus Motors’ bestsellers was the Cherry Bomb, a fancy sports саг 
with a design optimized for aerodynamics, which was advertised on billboards as 
"The first car to break the sound barrier." It has a low overall profile with wedged front and a tapered, boat-like nose, and can 
seat only one person under an all-glass bubble top. Rather than a typical steering wheel found in other pre-War vehicles, the 
- Cherry Bomb appeared to have been controlled using a joystick, and the gauges replaced with a single large screen. 
Э The Fusion Flea Supreme is a small, three-wheeled, one passenger nuclear vehicle made before the Great War. Entrance to the 
driver's seat was achieved through a lift-off roof and windshield. Its wrecks are a relatively common sight in the Wasteland just 
like the second popular microcar before the War, the Zip. 


— 
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The Vertibird: 


Э The VB-02 Vertical Take Off and Landing (VTOL) craft, codenamed Vertibird, is a 
U.S. military multipurpose tiltwing aircraft primarily used by the Enclave in the 
post-War United States. The New California Republic also have limited 
access to the Vertibirds they captured from Navarro, such as Bear 
Force One, which is used for high-profile events. The East Coast © 
Brotherhood of Steel own multiple Vertibirds, recovered from the Enclave at the 
conclusion of the Brotherhood-Enclave War. 

The Vertibird was still in the prototype phase when the Great War struck in 2077, preventing it from 
entering full military service which was scheduled for 2085 but it has been in use by the United States Armed Forces just prior to 
the Great War, though how widespread this use was is unknown. Following the War the trial aircraft that were already produced 
and in the field were seized by Enclave members and loyalists and either transferred to their bases or secured in shelters. The 
Enclave began mass-producing the design in secret, and now the Vertibird is the general-purpose delivery vehicle of the Enclave's 
military forces. Capable of surgical insertions, extractions and close air support alike, the Vertibird is synonymous with the Enclave 
in general, and a good representative of their power as a whole. 

The Vertibird has a heavily armored fuselage and can be outfitted with a variety of offensive weapons and defensive 
countermeasures, the most common being Gatling lasers, missile racks, and a mini nuke bay. But, the Vertibird lacks shielding and 
is susceptible to an EMP or electricity damage. It has a winch that can haul several tons of equipment. Its crew consists of two pilots, 
but can be piloted just as smoothly with only one. Vertibirds are powered by a military grade high-output micro-reactor that burns 
an extremely rare type of nuclear fuel only found in military locations. They surely have to be refueled, but thanks to nuclear 
technology one fill of its tank has a reach of several thousand miles. 

There are three known versions of the craft. The first and second are a transport-oriented version with a glass canopy, six legs, 
a large cargo bay, and seven blades on each rotor to provide extra lift, as well as a bulkier transport model also with a glass cockpit, 
retractable side doors, and collapsible wings. The third is a dedicated gunship version with several variations including a more or 
less heavily armored hull sometimes even replacing the glass canopy, three- or four bladed rotors and three or four retractable 
landing struts as well as greater maneuverability. 

Though Vertibirds are mostly support craft, they are a significant threat for a wide array of reasons, but the biggest is that 
they pack an enormous amount of firepower on an extremely well-armored chassis. These craft and 
Power Armor equipped ground troops 
are the main means the 
Brotherhood of Steel, but 
especially the Enclave, 
enforce their power with! 


The Metro: 


> After being in operation for many years, the metro was modernized in the mid-21st century with the assistance of Vault-Tec and 
RobCo Industries. Later, during and after the Great War, the Metro served as a place of shelter from bombardment or other 
dangers for many. Stations that were constructed farther away from the cities, or were situated deeper underground, were less 
likely to be affected by explosive damage. To the direct survivors of the War this gave the assumption that they would serve as a 
safe home in the post-War years. However, what many people either didn't think of or thought little about, was the invisible 
blanket of death caused by nuclear fallout. Radiation either killed or mutated these early survivors into Ghouls. Later on though, 
survivors find that the stations are much less irradiated, attracting groups of non-mutated humans to the well defensible shelters. 
These groups mostly consist of bandits, who conduct hit-and-run attacks on caravans, traders, and individuals. Some groups 
however, have carved out relatively prosperous lives in the dark subway stations, operating on power fed from underground power 
lines and travelling through their secured tunnels using mostly hand-powered rail carts. 

Most of the subway cars, save for the engine cars, survived the war. The engine cars were either destroyed completely, or 
salvaged by later visitors to the metro. Also many engine cars were buried in tunnel Балас, In the end people have to rely on 
their own hands and feet to travel through the tunnels if they didn' t o грозе 
а саг engine ог something AA to propel their make: rift ra 
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‘List of Perks: 


ES Action Boy | Action Girl 
a Adrenaline Rush 
And Stay Down! 
ف‎ Г Animal Friend 
Б | Awareness 
* r$. . Barkskin 
А Becoming S.P.E.C.I.A.L.! or Cool 
ЖД, Better Criticals 
i Bend the Rules 
Bloody Mess 
Bluff Master 
Bone Head 
Bonsai 
Bonus Hand to Hand Attack 
Bonus Hand to Hand Damage 
Bonus Melee Weapon Damage 
Bonus Movement 
Bonus Ranged Damage 
"Bonus Rate of Fire 
Bracing 
Break the Rules 
Brown Noser 
Brutish Hulk 
Cancerous Growth 
Charge! 
‚ Child at Heart 
“Chem Resistant 
. Commando 
Computer Whiz : 
Concentrated Fire , 
Comprehension 
¦ Crazy Bomber 
Cult of Personality 
Death Sense 
‘Deep Sleep 
Demolition Expert 
Die Hard 
Dodger 
Dolphin 
Driving City Style 
Drunken Master 
‘Earlier Sequence 
Educated 
Empathy 


"i Entomologist 
Е 


Eye for Eye 
Faster Healing 
| ft, Finesse 
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PERKS 


Flower Child 

Friend of the Night 
Fortune Finder 
Gambler 

Ghost 

Ghoul Ecology 
Grim Reaper's Sprint 
Gun Nut 

Gunner 

Gunslinger 

Hand to Hand Evade 
Harmless 

Healer 

Heave Ho! 

Here and Now! 
Hide of Scars 

Hit the Deck! 

Hit 'n Run! 

Hunter 

Infiltrator 

Jolly Roger 

Kama Sutra Master 
Lady Killer | Black Widow 
Leadfoot 

Leader 

Lead Belly 

Light Step 

Living Anatomy 
Mad Bomber 
Master Thief 
Master Trader 
Medic à 
Mental Block 
Mirelurk Ecology 
More Criticals 

Mr. (or Ms.) Fixit 
Mutate! 

Mutate! More 
Mysterious Stranger 
Negotiator 

Nerves of Steel 
Night Vision 

Pack Rat ` 
Peacemaker 

Party Boy/Girl 
Pathfinder 
Pickpocket 

Pit Fighter 

Power Armor Training 
Presence 


Puppies! 
Pyromaniac 
Quick Pockets 
Quick Recovery 
Rad Absorption 
Rad Child 

Rad Resistance 
Rad Sense 

Rad Tolerance 
Ranger — 

Rapid Reload 
Red Baron 

Road Warrior 
Robotics Expert 
Run 'n Gun 
Salesman 
Scoundrel 

Scout 

Scrounger 
Sharpshooter 
Shotgun Surgeon 
Silent Death 
Silent Running 
Size does Matter! 
Slayer 

Smooth Talker 
Snake Eater 
Sniper 

Solar Powered 
Speaker 

Spray 'п Pray 
Stat! 

Steady Arm 
Stonewall 
Strong Back 
Stunt Devil 
Superior Defender 
Super Slam! 
Survivalist 

Swift Learner 
Team Player 
The Professional 
Thief 

Tough Hide 
Toughness 
Travel Light 
Tunnel Rat 
Unstoppable Force 
V.A.T.S. Training 


э 
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Action Boy | Action Girl 


Your character knows how to make the most out of every 
moment. Add +3 to the character's Action Point total per rank 
of this perk! 

Ranks: 2 

Cost: 7 XP 

Requirements: Agility 7, 75 XP E 


Adrenaline Rush 


You have a fear of death that allows you to fight harder when 
you are wounded. When your character's wound level 
becomes critical, your character gains a temporary +2 
Strength bonus, which can even exceed the racial maximum. 
Ranks: 1 

Cost: 5 XP 

Requirements: 60 XP 


And Stay Down! 


Your personality just knocks people off their feet... but mainly 
it's your shotgun. 

Any time you hit a target with a shotgun at Point Blank or 
Close range it may knock the target back and leave it prone 
on the ground. You and your target roll opposed checks. Your 
target rolls 1910 +:5Т while you roll 1d10 + 1 per 3 points of 
damage dealt (before SP/BTM/etc., always round up). 

№ you succeed your target flies back one meter and falls 
prone, equal. to ха sweep/trip martial arts attack (see 
Cyberpunk Core Rules p. Сы: 

Ranks: 1 

Cost: 6 XP 

Requirements: Small Guns 6,30 ХР 


Animal Friend 


Your character spends'a lot of time with animals. A LOT of 
time. Animals will not attack one of their friends, unless the 
animalis threatenéd:or attacked fitst. 
Ranks: 1 

Cost 6 XP 

Requirements: Outdoorsman 6 


~ 


Awareness 


You were wronged just one time too often. You gain a +2 
bonus to PE checks if someone. tries to hide an object from 
you or tries to perform some kind of action behind your back. 
Ranks: 1 

Cost: 5 ХР 

Requirements: Human Perception.5, 30 XP 


Barkskin 


Your Bonsai grows and grows... ` : 
Your skin has acquired a bark-like texture and hardness..For 
each rank of this perk you gain a +1 bonus to natural armor. 
Ranks: 2 
'Cost: rank 1: 5 XP, rank 2: 7XP 

* Requirements: Bonsai perk, 50 XP 


Become S.P.E.C.LA.L.! ... or Cool! $ 


You gain à permanent bonus to one of your Stats. Choose ~ Y: 
wisely! ` ми т, 
Ranks: 6 wih 
Cost: rank 1: 3XP, rank 2: 7XP, rank 3: 11XP, rank 4: 15XP, А 
rank 5: 19XP, rank 6: 23XP s s 


Requirements: ELA below йаш maximum, 1° “rank: 0 XP, 
279 rank: 30 XP, 3" rank: 40 XP, 4" rank: 55 XP, 5" rank: 70 ХР; 
at rank: 85 XP 


Better Criticals 


You know how to hit where it hurts. On a critical hit, in 
addition to its normal effects, you may subtract 1 from the 
result of the roll(s) to determine the body part(s) hit, if it was 


_a ranged attack. You may subtract 2 from that result, if your 


attack was a close combat attack! 

Ranks: 1 

Cost: 9 XP I qe 
Requirements: Perception 6, Agility 6, 60 XP А 


Bend the Rules 


You are just too lucky my friend! = 

Once per session you may add your Luck score as a bonus to 

any check you want (in addition to the normal Luck rules). 
Choose wisely! ФЕ, b я ^ 
Ranks: 1 jis 
Cost: 8XP 

Requirements: Luck 6 


Bloody Mess 


For some reason fate likes you covered in blood: Maybe she > 
thinks red looked good on you. gi 
Anytime you hit an opponent at Point Blank or Close range 

you are just a bit more likely to sever a limb, hit the artery or» 
just let the head explode. Your attacks crush ог sever _ 
extremities at one point less than normally. This also counts _ , 
for Melee attacks, but not for Brawl or Martial Arts. m 
In addition your enemies tend to lose a lot of blood'in:such 
cases... more than usual. 

Ranks: 1 

Cost: 8 XP 

Requirements: Perception 6, Strength or Agility 7 


Bluff Master m г : 


You are the king or queen of smooth talking. Whenever you 
are in a dangerous situation your character can talk his or her 


“way out” more easily. Any check to influence a hostile-.. 


character's reaction, so long as that character is still open for 


EG 
57 


. talking, gets a bonus of +2 per rank. ATO o 
f ЫШ Жы 


Ranks: 2- 
Cost: 4 XP per rank 
Requirements: Charisma 6, Speech 5 


г о o 7T - 
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Bone Head 


You have a very thick skull, just like your mother always told 
you. With this perk, you get a +1 bonus to Stun checks to 
| avoid being knocked unconscious. 

à Ranks: 1 

| Cost: 5 XP 

Requirements: Strength 7 or Endurance 7 


Bonsai 


Through careful nurturing, you have а small fruit tree growing 
out of your body. Now you have a steady supply of fruit! Only 
{ Ghouls can choose this perk. 

Ranks: 1 

Cost: 7 XP 

Requirements: Outdoorsman 4 or Science 4 


Bonus Hand to Hand Attack 


Your character has watched Jackie Chan and Bruce Lee and 
managed to learn a thing or two. Martial Arts or Brawl attacks 
l only add +2 to the multiple action penalty or cost one AP less 
| than they normally would. 
| This effect only works for attacks with skills which meet the 
requirement. 
Ranks: 1 
| Cost: 8 XP 
; Requirements: appropriate skill 7, 75 XP 


ИГИ as 


Bonus Напа to Hand Damage 


You have learned a special technique to deal more damage 
with your fists and feet. Your character gains а +1 bonus to 
unarmed damage for each rank of this perk. 

Ranks: 2 

Cost: 5 XP per rank 

Requirements: Agility 6, Strength 6, Brawl or Martial Arts 5, 
20 XP 


Bonus Melee Weapon Damage 


You have learned a special technique to deal more damage 
with your melee weapons. Your character gains a +1 bonus to 
Melee Weapon Damage for each rank of this perk. 

Ranks: 2 . 

Cost: 5 XP per rank 

Requirements: Agility 6, Strength 6, Melee 5, 20 XP 


Bonus Movement 


You have learned to take longer strides. For each rank of this 
perk your run distance increases by 2 meters. If your 
movement is impaired for any reason this bonus is reduced to 
1 meter per rank. 

Ranks: 2 

Cost: 4 XP per rank 

Requirements: Agility 7 


Bonus Ranged Damage 


You know your gun, it's your baby and you don't need any 
other. Choose a kind of weapon like 10mm Pistol or Combat 
Shotgun. You deal +1 damage for each rank of this perk with 
every shot that hits the target. Е 

Ranks: 2 

Cost: 4 XP per rank 

Requirements: appropriate stat 6, appropriate weapon skill 5, 


2™ rank: 50 XP 


Bonus Rate of Fire 


Your trigger finger is a little faster than normal. Increase the 
ROF for all non-automatic guns by 1. Mutants cannot choose 
this perk. 

Ranks: 1 

Cost: 8 XP 

Requirements: Agility 7, Small Guns 7, 50 XP 


Bracing 


Technique is everything! 

You know how to brace large weapons while you are standing. 
You gain a bonus of +1 to your Strength score when 
determining whether you qualify for using a big gun or not. 
Ranks: 1 

Cost: 4 XP 

Requirements: Big Guns 5, 40 XP 


Break the Rules 


Told ya! Told ya'all! 

Once per plot ark, campaign or whatever your GM accepts, 
you may rewind the course of fate for a number of minutes 
up to 10 times your Luck score! You just knew it before it 
would happen! 

Ranks: 1 

Cost: 10XP 

Requirements: Bend the Rules perk, Luck 7, 60 XP 


Brown Noser 


You've learned how to suck up to your superiors. You get +2 
bonus to checks to influence reaction when dealing with 
authority figures for each rank of this perk. 

Ranks: 2 

Cost: 4 XP per rank 

Requirements: Human Perception 5, Persuasion 5 


Brutish Hulk 


With this perk, you gain a —1 bonus to your BTM. 
Only Mutants can choose this perk. 

Ranks: 1 

Cost: 7 XP 

Requirements: Strength 7, Endurance 5, 40 XP 


Cancerous Growth 


The radiation has mutated you so badly that you thrive in the 
wastes. Your healing rate for general damage is doubled, 
crippled body parts start healing without a Doctor check and 
a destroyed but not severed arm or leg can be healed like it 
was crippled! However, you have to consult a doctor on a 
weekly basis. After 2 weeks without medical attention one 
randomly determined limb becomes crippled, because of the 
growing tissue, and must be healed following the normal 
rules! Only Ghouls can choose this perk. 

Ranks: 1 

Cost: 4 XP 

Requirements: Endurance 7, 50 XP 


Cautious Nature 


Your character has learned to be wary of the world around 
him. Every time he is considered unaware of an attack he may 
make an (additional) PE Awareness check with a -3 penalty 
to become aware just before the attack happens. Also the 
GM should keep that perk in mind if there is something that 
could be missed. A character with this perk is more likely to 
notice things, which can give valuable information to him. 
Ranks: 1 

Cost: 6 XP 

Requirements: Perception 7 


Charge! 


A good offence is the best defense! 

When moving more than 5 meters and attacking with a melee 
weapon in the same round, moving does not count as an 
action for determining your multiple action penalties. 

Ranks: 1 

Cost: 8 XP 

Requirements: Melee 7, 40 XP 


Child at Heart 


Children like you! And you like children! 

You gain a +3 bonus to all Human Perception and social 
checks in general, when interacting with children. 

Ranks: 1 

Cost: 5 XP 

Requirements: Charisma 5 


Chem Resistant 


| don't know what their problem is... just stop takin’ it! 

You are just no addict. Your chance to become addicted to 
any kind of Chem is halved. 

Ranks: 1 

Cost: 7 XP 

Requirements: Endurance 5 


Commando 


You like rifles! That's your thing! 

You gain a *2 bonus to attacks with rifles of any kind. 
Ranks: 1 

Cost: 9 XP 

Requirements: Small Guns 6, 40 XP 


Computer Whiz 


Wires, wires, wires! Your crib was a computer monitor, your 
toys were chips and cables. You know everything there is to 
know about them. 

You have а 50% chance to avoid breaking, locking or 
rendering a computer or robot unusable in any way when 
working with it. 

Ranks: 1 

Cost: 6 XP 

Requirements: Intelligence 6 


Concentrated Fire 


He's dead Jim! ... He was dead 10 seconds ago! 

For every rank of this perk you gain a +1 bonus on ranged 
attacks against targets which have already been shot at in the 
same round. 

Ranks: 2 

Cost: rank 1: 5 XP, rank 2: 7XP 

Requirements: any ranged weapon skill 6, 30 XP 


Comprehension 


Looks like all those study skill courses paid off. With this perk, 
your character gains twice the number of Improvement 
Points when reading educational books or magazines or is 
learning from a teacher. 

Ranks: 1 

Cost: 5 XP 

Requirements: Intelligence 7 


Crazy Bomber 


Your luck with explosives is legendary. Characters with this 
perk, who fail to set an explosive properly, will know 
immediately. When fumbling, the character can prevent an 
explosive from detonating with an immediate Traps check 
(Diff. 25) which resets it instead, so the bomber can try again. 
Ranks: 1 

Cost: 6 XP 

Requirements: Traps 6, Luck 7, 50 XP 


Cult of Personality 


Everybody likes your character. EVERYBODY. Instead of 
getting a negative reactions to the "wrong kind of karma", 
you get a positive reaction. Bad people like good characters, 
and good people like bad characters. Good still likes good and 
bad still likes bad. Go figure. 

Ranks: 1 

Cost: 9 XP 

Requirements: Charisma 9, 60 XP 


Death Sense 


Your senses are very well developed. You gain a *2 bonus for 
every rank of this perk to detecting enemies who are 
sneaking around or try to ambush you. 

Ranks: 2 

Cost: rank 1: 6 XP, rank 2: 8 XP 

Requirements: Perception 6, 40 XP 


Deep Sleep 


А fakir has nothing on you! You can sleep anywhere. 
Therefore you never suffer of any negative effects of bad 
sleep so long as you can sleep for at least 6 hours. 

Ranks: 1 

Cost: 8 XP 

Requirements: Endurance 7 è 


Demolition Expert 


Your character has learned how to handle explosives like a 
pro. For characters who like to blow things up, there is 
nothing better than this perk. Explosives set by this character 
do +6 damage and will always detonate on time. 

Ranks: 1 

Cost: 7 XP 

Requirements: Agility 6, Traps 8, 70 XP 


Die Hard 


You won't'£o down without a fight! 
` You gain a +1 bonus to all Death Saves per rank of this perk. 

Ranks: 2 

Cost: 8 XP per rank 

Requirements: Endurance 7, 20 XP 


Dodger 


Your character has developed into a slippery little rat. For the 
first rank of this perk you'll get a +1 bonus to your Dodge & 
Escape rolls. The second rank grants you the ability to slip 
behind your enemy, if you declared a Dodge action and an 
attacker within close combat/Point Blank range misses you. 
After slipping behind him you may attack him with a +2 bonus 
to your next attack roll if you can act again before he can. 
Ranks: 2 

Cost: rank 1: 3XP, rank 2: 6XP. 

Requirements: Agility 7, 60 XP 


Dolphin 


Your Swimming abilities rival those of other water-based 
mammals. You gain a +5 bonus to Swimming checks. 

Ranks: 1 

Cost: 8 XP 

Requirements: Endurance 6, 60 XP 


Driving City Style 


Your character has picked up some aggressive driving 
techniques. She gets a *5 Bonus to Driving checks involving 
very risky maneuvers. 

Ranks: 1 

Cost: 7 XP 

Requirements: Perception 7, Agility 5, 65 XP 


Drunken Master 

* 
As a "child of the bottle," you fight better when you are 
drunk. You receive а +3 bonus to your Brawl and Martial Arts 
attack rolls when under the influence of alcohol. 
Ranks: 1 “ 
Cost: 8 XP 
Requirements: Endurance 7, Brawl or Martial Arts 6 


Earlier Sequence 


Your character will be more likely to move before other 
characters and critters in combat with this perk. Each rank of 
this perk adds a bonus of +2 to a character's Initiative rolls. 
Ranks: 3 

Cost: 5 XP per rank 

Requirements: - 


Educated 


For every rank of this perk you gain a +1 bonus to IN based 
skill checks with a skill level of 3 or less. When picking up the 
second rank, your penalty for IN based checks for being 
untrained is lowered by 1 as well, which stacks with the 
bonus of this perk. e 
Ranks: 2 

Cost: 5 XP per rank 

Requirements: Intelligence 5, General Knowledge 6 


Empathy 


With this perk, you get a better idea of what to say to an NPC. 
You gain a bonus of +3 to Socialize, Persuasion, Barter and 
Human Perception checks. 

Ranks: 1 

Cost: 9 XP 

Requirements: Perception 7, Intelligence 5, 40 XP 


Entomologist 


Buuuuugs! 

You hate'em! Or you love'em! Either way you know how to 
kill them! And because of that you always-deal"#50% damage 
to anything that qualifies as a bug! Radroaches, Radscorpions, 
Giant Ants, Giant Mantises, etc. 

Ranks: 1 

Cost: 10 XP 

Requirements: Intelligence 4, Outdoorsman 4 


Explorer 


You have a sniffer for the cool places! 

Anytime you or your GM make a Perception based check for 
you to discover an interesting new location you gain a *5 
bonus to that roll. 

Ranks: 1 

Cost: 5 XP 

Requirements: Perception 5, Wastewise 4 


Eye for Eye = 


You don't know where you read that phrase, but you really 
like it! 

You gain a bonus to the damage you deal. in each single attack 
eqdal-to"yoUr current Stun save modifier from damage in- 
reverse. That means if you took 10 damage your basic Stun 
save modifier is -2, so your damage bonus is +2. 

That bonus applies all the way down to the bitter end! 


— Ranks: 1 ч 


Cost: 8 ХР 
Requirements: 70 XP 


Faster Healing 


Characters with faster healing just heal faster. 
Add +1 to your healing rate per day! 

Ranks: 1 

Cost: 6 XP 

Requirements: Endurance 6 


Finesse 


You really know"where.to.hit to stop your target. 

On an aimed attack against a particular Hit Location. you may 
forfeit 9096 of your damage after penetrating the armor of 
your target to a minimum of one point. Instead you hit a vital 
nerve cord and render that limb crippled for the rest of the 
encounter. 


ST can only use this perk on attack rolls with a weapon skill 


of 7 or more and only with non-area weapons in single shot 
mode. 
..Ranks: 1. 
Cost: 7 XP 
Requirements: any one ranged weapon skill 7, 60 XP 


— 


Flexible 


Years of exercise or.a mutation have made you very supple. 
You get а +4 bonus to your Dodge & Escape check to avoid 
being grappled and a * 2 bonus to your Sneak checks. Also 
this perk can give you an advantage in any other situation 
that could require this flexibility... You know what I’m talking 
about! This perk is a good basis to get a bonus to any kind of 
check including extreme body movement. For the numerous 
possibilities, however, how that bonus looks like and how 
high it will be lies in the hands of your GM. 

Ranks: 1 

Cost: 8 XP 

Requirements: Agility 7 


Flower Child x i. 


With this perk, the effect of Chems won't last as long. After 
half the normal time the effect expires, but the side effect of 
Chems also affect you only half as much as a normal person. 
Ranks: 1 

Cost: 6 XP 

Requirements: Endurance 5 g 


Friend of the Night к 


You are the terror that flaps at night! 

Because of that you adapted so well, that you can see twice 
as far as normalin dark conditions. 

Ranks: 1 

Cost: 8 XP 

Requirements: Perception 7, 30 XP 


Fortune Finder 


Encounters usually yield more money for you. Of course, you 
have to take it off the cold, dead bodies of your opponents. 
How much money is up to the GM, but usually it's about 5096. 
Ranks: 1 

Cost: 10 XP 

Requirements: Luck 8 


` Gambler 


This perk allows you to reroll your Gambling skill, if you 
missed by 5 points or less, but you must take the second 
result even if it is worse for you. 

Ranks: 1 

Cost: 6 XP 

Requirements: Gambling 5 


Ghost 


In areas of darkness, or at night, characters with this perk 
gain an additional +2 bonus to their Sneak checks. 

Ranks: 1 

Cost: 7 XP 

Requirements: Sneak 6, 25 XP 


Ghoul Ecology 


They are freaks of nature! An abomination in the eyes of God, 
whoever that is! 

You hate ghouls! Because of that you trained how to kill them, 
for good! All your attacks against-ghouls deal +2 damage for 
each rank of this perk. 

Ranks: 3 

Cost: rank 1: 5 XP, rank 2: 7 XP, rank 3: 10 ХР 

Requirements: Intelligence less than 6, 40 XP 


Grim Reaper's Sprint 


You like killing. It gives you the ultimate kick! ...in the butt. 
If you kill a target you gain +5 Action Points. 

This perk can only give you Action Points once per round. 
Ranks: 1 

Cost: 8 XP 

Requirements: Agility 6, 90 XP 


E 4 
_ Gun Nut 


Your guns have names and you sleep with them ... 

х, under your pillow... of course.. 

of course you always keep ед іп good shape. You are well 
trained in repairing and maintaining weapons. You get a +3 
bonus to all repair checks concerning weapons and can also 
identify almost any kind of weapon. You know their strengths, 
weaknesses and, of course, the ammo they use. 

Ranks: 1 
Cost: 7 ХР 

Requirements: Repair 6, any weapon skill 3, 20 XP 


Gunner 


You have become an expert at firing from a moving vehicle. 
You only suffer half the penalty when firing from a moving 
vehicle. This doesn't stack with the same effect of a weapon 
mount or bipod but with its Hit Roll bonus. 

Я Ranks: 1 

М Cost: 5 XP 

| Requirements: any Ranged Weapons skill 5, Agility 6, 45 XP 


Gunslinger 


і Shooting with two weapons at once is exactly your thing. The 
* * penalty for firing two weapons at once is reduced by 1 for 
each rank of this perk. 
Ranks: 2 
Cost: 9 XP per rank 
Requirements: Small Guns or Energy 
Weapons 6, Agility 7, 75 XP 


Гу 


Hand to Hand Evade 


In close combat situations you gain a *2 bonus to your 
defensive checks when using Dodge as the supporting skill. 
You only gain this bonus when you used one of the 
requirement skills on your last turn! 

Ranks: 1 

Cost: 6 XP 

Requirements: Melee, Brawl or Martial Arts 7, 60 XP 


; Harmless . 


Your character's innocent demeanor makes stealing from 
„people a little easier. This perk grants а +3 bonus to Larceny 
checks so long as your character hasn't aroused suspicion yet. 
Mutants and characters with an inappropriate appearance 

_ cannot choose this perk. 

anks: 1 
` Cost 6 XP 

‚ + Requirements: Charisma 5, Larceny 4 


Healer 
qs 
{ For each rank of this perk you'll gain a +2 bonus to First Aid 
E and Doctor checks to heal а person. Diagnosis checks or 
checks to find weak spots, fof example, don't gain this bonus. 
, ‘Ranks: 2 
4 Cost: 4 XP per rank 
M ` Requirements: Perception 6, Intelligence 5, First Aid 4 and 
veg peut, 20 ХР. 


Неауе Но! х 


For purposes of determining the maximum range of thrown 
weapons-only, consider your Strength as 1 point higher for 
each rank of this perk. 

Ranks: 3 

Cost: 4 XP per rank 

Requirements: Strength 5, Throwing 5 N 


Here and Now! 


You wanna learn! Not next week, not tomorrow... here and 
now! 

Treat your Total XP count as 20 points higher in regard of 
meeting requirements for other perks. 

Ranks: 1 

Cost: 4 XP 

Requirements: 40 XP 


Hide of Scars 


Your battle-weary flesh has hardened into an armor of its 

own. You gain +1 Natural Armor for each rank of this perk. 

Only Mutants can take the second and third rank of this perk. 

The more ranks you gain in this perk the worse your 

appearance becomes, influencing the reactions of others! 

Ranks: 3 

Cost: 8 XP per rank 

Requirements: Endurance 7, 1° rank: 30 XP, 2" rank: 50 XP, 
" rank: 70 XP 


Hit the Deck! 


You react very quickly to the sound of an explosive coming 
your way. For explosives only, you may spend Action Points, 
even if it is not your turn, to perform a Dodge action to avoid 
area damage, if you did not declare that you are dodging on 
your last turn. 

Ranks: 1 

Cost: 6 XP 

Requirements: Agility 6, 40 XP 


Hit n Run 


You ran for your life hacking trough things too many times... 
At least you know how to do it now. When moving and 
attacking with a close combat skill in the same round, moving 
only adds +1 to your multiple action penalty and you can split 
your movement between close combat attacks, but nor other 
actions! 

Ranks: 1 

Cost: 8 XP 

Requirements: Any close combat skill 7, 40 XP 


Hunter 


Everybody needs to eat. And so do you! 
Hunting is your profession and you are good at it, also 
because you gain a +3 bonus to damage against animals 
smaller than a mole rat from this perk. 


This damage bonus is also applied to your traps. 


Ranks: 1 
Cost: 4 XP 
Requirements: Outdoorsman 6 


Infiltrator 


Your fingers are small and you know how to use them! 

This perk gives you a 50% chance to avoid breaking a lock on 
a fumbled or otherwise failed pick lock attempt. 

Also rigged locks, or traps connected to a lock may be 
avoided with this perk. 

Ranks: 1 

Cost: 6 XP 

Requirements: Pick Lock 6, 10 XP 


Jolly Roger 


Harrr, matey, ye be the scourge of the Seven Seas! 
This perk reflects your Viking-like seafaring abilities. When 
you choose it, you gain a +5 bonus to any skill check to drive 


over water, and you cannot suffer from sea sickness anymore. 


Ranks: 1 
, Cost: 5 XP 
‚ | Requirements: Endurance 5, Skipper Boat skill 5, 45 XP 


Kama Sutra Master 


4 Y This perk confers great stamina and skill when doing the dirty. 


' You once found a book somewhere, that shows just how to 
do it, and you read it... several times. You may use sex to 
greatly influence other's reactions towards you. If you do so 
you'll get a +6 bonus to any check influencing reactions of 
others after you both did it at least once. Also it is much 


easier for you to catch someone incautious while having sex ` 


with him or her.-During sex you can always consider your 
partner (or partners) as unaware of all their surroundings 
including you. ... oh yeah, you can simply make people very, 
very happy, too. 

Ranks: 1 

Cost: 5 XP 

Requirements: Endurance 5, Agility 5 


= Lady Killer | Black Widow 


Your sex appeal is deadly! 
You like to catch your targets unaware. You make a normal 
Hit Roll, but, if unaware and of the opposite sex, your target 
takes an automatic critical hit, if you hit. Roll 1910 for the 
bonus damage. You cannot do a double critical this way. Also, 
because your attack must be delivered quickly it cannot be 
aimed in any way. 

| Ranks: 1 b 

i Cost: 7 XP 
` 4* Requirements: Charisma 6, Sneak 5 


P 


| Leadfoot 


Your reflexes have developed to make you a very fast driver. 
Of course, that doesn't necessarily mean you drive any safer. 
Characters with this perk can make a land vehicle go 2596 
faster than the vehicle's maximum speed. 

Ranks: 1 

Cost: 7 XP 

Requirements: Perception, Agility & Driving 6 


Leader 


You have some natural leadership abilities and have managed 

to cultivate them. If you are hiring people to make their 

hands dirty for you, they will accept a price 2596 less than 

normal. Also, as long as you are around, any kind of check 

one of your party members may have to roll not to lose 

morale has a +4 bonus. 

In addition, if your reputation and XP are high enough, which, 
depending on the NPC, is on the GM to decide, a single NPC 

or other kind of cohort like an animal may accompany you. As 

a rule, the higher your reputation is, the closer that NPC, ^" 
animal or cohort may be to your XP level, to a maximum of 
your XP — 15. Whether a certain NPC will join you, as x 
bodyguard, for example, depends strongly on how y ou 
behave and how much you and he or she share the 5 
values and views. se 
Ranks: 1 yl 
Cost: 15 XP 

Requirements: Charisma 7. 


Lead Belly 


You got the stomach of a mole rat! A 
You only take 50% of the radiation when eating or drin Nes e 
irradiated food or beverages. iH. 
Ranks: 1 

Cost: 6 XP J 
Requirements: Endurance 5 8 


Light Step 


Characters with this perk are much less likely to set off traps. 
Every time the character would normally trigger a ground 
based trap, he or she has a 3096 chance that it just wasn't set 
off. After that check, as long as the trap isn't hidden from 
sight completely (unlike a mine, for example), the character 
automatically notices the trap. If it is hidden from sight the 
character gets an immediate PE + Traps or Awareness roll to 
notice the trap. 

Ranks: 1 

Cost: 7 XP 

Requirements: Agility 5, Luck 5, 60 XP 


Living Anatomy 


This sperk confers а +1 bonus to Doctor checks. Since 
characters with this perk have greater knowledge of anatomy, 
they also do +1 points of damage with every attack to living 
creatures. . 

Ranks:1 > 

Cost: 7 XP 

Requirements: Doctor 6, Science 5, 60 XP 


Mad Bomber 


| 


Tick, tick, tick... boom! That’s music to your ears! 

Your skill with explosives has risen to an extent where you 
gain а +3 bonus when crafting makeshift explosives. Also all 
your makeshift explosives have a 2596 bigger area of effect" 
Ranks: 1 

Cost: 9 XP 

Requirements: Crazy Bomber perk, Traps 7, Repair 5, 75'XP. ; 
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Master Thief ; 


This perk gives a bonus of +2 to both Pick Lock and Larceny 
skill checks. Also, if the character tries to pickpocket someone 
the victim's PE is treated as 3 points lower. This effect only 
applies to a stealing attempt, not if the character attempts to 
attack or simply sneak by the victim. 

Ranks: 1 

Cost: 8 XP 

Requirements: Pick Lock 6, Larceny 6, 80 XP 


Master Trader 


You always get what you want.when bartering. 
Anytime you are up to buy or sell expendable goods, meaning 
no more or less unique items, you may talk your trade 
partner into giving up their hidden stash or bad time savings. 
Roll a barter check against difficulty 20. If you fail, you'll get 
what you agreed on first. If you succeed you can get or sell 
10% + 10% per point above 20 more goods or caps than first 
agreed on. If you fumble you will not вера thing! 
Ranks: 1 

Cost: 7 XP 


» 
Ф Requirements: Charisma 7, Вагїег 6, 70 ХР 


Medic! 


You're the guy who everyone relies on when hit in combat. ... 
but, no pressure, mate! 

This perk gives a bonus of +3 to First Aid and Doctor checks 
used on comrades in combat situations. Also it reduces the 
AP cost for Medical Aid actions by 2 AP. 


Ranks: 1 
Cost: 8 XP 
Requirements: First Aid or Doctor 5, 30 XP 


Mental Block 


You don't know why, but all the radiation must have gotten 
into your head... and mutated it. — — 
‚ You are now immune to all psychic attacks. 
E Might be good for something... 
Ranks: 1 
Cost: 7 XP 
Requirements: Intelligence more than 6 or less than 4 


Mirelurk Ecology 


They are freaks of nature! An abomination in the eyes of 
Godl..... Yes them too! 

You hate mirelurks! Because of that you are trained how to 
kill them! 

All your attacks against mirelurks deal +2 damage for each 
rank of this perk. 

Ranks: 3 

Cost: rank 1: 5 XP, rank 2: 7 XP, rank 3: 10 XP 

Requirements: 40 XP 


More Criticals 


Characters with this perk cause more critical hits in combat. 
You also cause a critical hit at a 9 on the attack roll, but 
applying to weapon skills of a level of 8 or more. Still you may 
only reroll a natural 10 to increase your hit result. 
Nonetheless you may add 1d10 of damage on a roll of 9 if you 
hit. Also some other perks only take effect on critical hits. 
Ranks: 1 

Cost: 12 XP 

Requirements: Luck 8, any weapon skill 8, 70 XP 


Mr. (or Ms.) Fixit 


You were born with a tool belt around your hip. This perk 
gives a bonus of +1 to the Repair skill. Also the character can 
repair something in only 7596 of the normal time. 

Ranks: 1 

Cost: 6 XP 

Requirements: Repair 4 or Science 4, 40 XP 


Mutate! 


Picking this perk will make you select one of your current 
Merits or Flaws to remove. Then you may pick another Merit 
or Flaw respectively instead. Weird, eh? 

Unfortunately you won't gain, but fortunately you also can't 
lose character bonus points this way. 

Also the new Merit or Flaw can't be worth more or less than 
1 pointas the one you chose to remove. 

Ranks: 1 

Cost: 3 XP 

Requirements: — 


Mutate! More 


This perk adds another Merit (or Flaw, if you want) to your 
existing ones... and an additional toe, finger or whatever your 
GM decides. Even more weird, eh? 

Ranks: 1 

Cost: 8 XP 

Requirements: 30 XP 


Mysterious Stranger 


Someone likes you, for god knows why, or has another 
obsession about you. When you select this perk, there is a 
chance (determined by the GM) that your character will gain 
a temporary "ally". The GM will choose that ally. Also your 
GM is free to decide, that you cannot take this perk. 

Ranks: 1 

Cost: 9 XP 

Requirements: 70 XP 


Negotiator 


You like to speak up for others... 

This perk gives a bonus Of +3 to-social checks when trying to 
negotiate between two disagreeing parties: 

Ranks: 1 

Cost: 8 XP 

Requirements: Speech 5, 25 XP 


e 


Nerves of Steel 


You are as steady as a rock in the surf. 

This perk gives you a *3 bonus to all opposed Coolness checks 
and all Coolness checks to avoid panic or fear. 

Ranks: 1 

Cost: 9 XP 

Requirements: Coolness 6, 50 XP 


Night Vision 


Your character can see better in darkness when you select 
this perk. Negative modifiers for dark conditions are reduced 
by 1. Must be all the carrots you ate. 

Ranks: 1 

Cost: 6 XP 

Requirements: Perception 6 


Pack Rat 


You like to have your shit together. 

Each rank of this perk adds +5kg to your carry weight. 
Ranks: 2 

Cost: 5 XP 

Requirements: Strength 4 


Peacemaker 


Everybody calm down! Can't we just talk about it!? 

If that doesn't work, this perk could be your last resort to 
keep the peace. Since you don't like the killing as much as all 
the others seem, you trained to knock out your enemies 
rather than killing them. 

Any attempt to knock out an enemy with a close combat 
attack gains а +2 bonus to the attack roll and your enemy 
suffers a -2 penalty to any roll to avoid being knocked out. 
Ranks: 1 

Cost: 7 XP 

Requirements: Martial Arts, Melee ог Brawl-7 25 XP 


سے 


Party Boy/Girl 


You're a real charmer! ... When you're drunk... 

No seriously! When in the Buzzed state of alcohol effects (see 
Item Details > Alcohol), you gain a»+3 bonus to all social 
checks when interacting with people. 

Ranks: 1 

Cost: 8 XP 

Requirements: Endurance 5 ut 


Pathfinder i 


This perk reduces travel time by 2596. You just have a knack 
for finding those old trails and roads. 

Ranks: 1 

Cost: 8 XP 

Requirements: Endurance 6, Outdoorsman 6 


Pickpocket 


Characters with this perk gain a *2 bonus to their Larceny skill 
for the purposes of stealing from other characters or NPCs. 
Ranks: 1 

Cost: 7 XP - 

Requirements: Agility 6, Larceny 6, 60 XP 


“ 


Pit Fighter 


Your life was miserable but you fought your way out of it. 

As а more or less experienced pit fighter you know how to 
fight in closed spaces and how to make an advantage of it... 

So long as you and your enemy are in a closed space with at 
least two opposite walls or wall-like objects, which are no pt 
more than 3 meters apart from each other, you'll gain © 
bonus to all attack rolls using the melee, brawl or martial arts 
skills. The bonus depends on the rank of the perk: 

Rank 1: +1, rank 2: +2, rank 3: +5. 

Ranks: 3 

Cost: 6 XP per rank 

Requirements: 60 XP, rank 1: must have survived 1 pit fight, 

rank 2: must have survived 3 pit fights, rank 3: must have 
survived 5 pit fights. 


Power Armor Training 


By acquiring this perk you are trained in using Power Armor 
properly. Without training you are no more than stumbling 
and tumbling meat in a can. And this will surely do you no 
good, even. with. the best mobile protection there is in the 
wasteland. Second'only to a tank. 

Without this perk you'll suffer all the penalties noted at the 


Power Armor description. With it, you don't. я < 
Ranks: 1.—- = á 
Cost: 7 XP чч ا‎ 
Requirements: This perk requires а teacher and 1 week of 
training OR at least 3 months of training without a teacher, 
and, 50 XP OR membership to an organization that has 
general access to power armors. 
»- 
== и 
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Ргеѕепсе 


You command attention by just walking into a room. The 
initial reaction of another person is improved by this perk. In 
numbers this means that you treat your Charisma as 2 points 
higher when determining the first impression people have of 
you. 

Also you may apply this bonus to Charisma based checks 
anytime you and your GM agree that your heightened 
presence is of use in a particular situation. 

Ranks: 1 

Cost: 6 XP - 

Requirements: Charisma 6, 60 XP 


Puppies! 


You are a breeder! ... of animals. 

You did that your whole life or you just read a good book 
about it. 

You gain a *5 bonus to all rolls directly connected to the 
breeding of any kind of animal. 

Ranks: 1 

Cost: 7 XP 

Requirements: Outdoorsman or any (new) appropriate skill 6, 
10 XP 


Pyromaniac 


This perk will make your character do horrible things with fire 
to other people. He or she does +5 points of initial damage 
and +2 points of round based damage with fire-based 
weapons such as flamethrowers, Molotov cocktails, napalm, 
and so forth. 

Ranks: 1 

Cost: 9 XP 

Requirements: Big Guns 7 or Traps 7, 60 XP 


Quick Pockets 


You must have read a Lucky Luke comic or two. 

For you the penalty to fast draw a weapon is reduced by 1 for 
each rank of this perk. 

Ranks: 2 

Cost: 5 XP per rank 

Requirements: Agility 6, 30 XP 


Quick Recovery 


You are as fit as a fiddle! Standing up from prone position 
does not count as an action for you anymore. You just kip-up. 
Ranks: 1 

Cost: 5 XP 

Requirements: Athletics 7, 45 XP 


Rad Absorption 


You are the new generation of Wastelander. You are born 
with the radiation and you live it! і 

Your body adapted so well to the constant irradiation that it 
started to regenerate more quickly. Therefore you regenerate 
*10 rads per.day for each rank of this perk. 

Ranks: 2 

Cost: 7 XP per rank 

Requirements: Endurance 5, 50 XP 


Rad Child 


You still pick up radiation but it heals you! When near a 
source of radiation of at least medium strength you heal 3HP 
per hour. Only Ghouls can choose this perk. 

Ranks: 1 

Cost: 9 XP 

Requirements: Endurance 6, 45 XP 


Rad Resistance 


Your mother gave you a lead pacifier. 

Each rank of this perk increases the Radiation Resistance of 
your character by 1. 

Ranks: 3 

Cost: 8 XP per rank 

Requirements: Endurance 6, 30 XP 


Rad Sense 


You have an innate Geiger-counter telling you where NOT to 
go. Sometimes your character gets an ugly feeling when he 
enters a place, which is not obviously radiated. Since this is 
no perfect science your GM will secretly roll PE * Science or 
PE * Outdoorsman, whichever has the greater chance of 
success, against difficulty 20. If you succeed, he will tell you 
about your feeling. If not... well, you better have a real Geiger 
Counter with you.... 

Ranks: 1 

Cost: 8 XP 

Requirements: Science 7 or Outdoorsman 7, 

Perception 7, 40 XP 


Rad Tolerance 


You like the smell of radiation in the morning! 

Where others vomit you just give a shrug. Radiation 
poisoning does not have the same effect on you as it has on 
others. With this perk you may treat the effects of radiation 
poisoning as one level less severe. For instance, if you have a 
radiation level of 500 rads you only suffer from the effects of 
350 rads. Accordingly you do not suffer from any rad 
poisoning effects at less than 350 rads. 

Ah, yeah, by the way... you are still dead at 1000 rads, you 
just won't notice as quickly as others. 

Ranks: 1 

Cost: 10 XP 

Requirements: Endurance 5, 45 XP 


Ranger 


This perk gives a +1 bonus to Outdoorsman checks. In 
addition, checks to follow or find tracks in the wastes have an 
additional bonus of +2. 

Ranks: 1 

Cost: 6 XP 

Requirements: Perception 6, 50 XP 


Rapid Reload 


You are a real weapon nut and that pays off. 

Reloading a normal clip or one ammo slot does not count as 
an action for you anymore. Of course you still need to have a 
clip ready and you can only reload one weapon for free per 
round. Any additional reload counts as a normal action. 
Reloading a revolver takes only one full round without a quick 
loader. Also this perk may not apply to all weapons. Some 
weapons, like flame throwers, simply have a too complex 
reloading mechanism for this perk to apply to them. Also 
some weapons may have more than one ammo slot. 
Reloading such a weapon means reloading one slot. 
Reloading a crossbow with this perk takes two actions instead 
of one full round. You can even reduce this to one action if 
you combine the perk with a Barrel Quiver, but reloading a 
bow or crossbow with this perk requires you to have a 
Strength score 2 points higher than the Minimum Strength to 
draw the weapon! 

This perk is also only applicable to weapons for which your 
weapon skill is 6 or higher. 

Ranks: 1 

Cost: 9 XP 

Requirements: Gun Nut perk, any wpn skill 6, Agility 6, 60 XP 


Red Baron 


Your flying abilities have reached legendary proportions. In 
your time in the air, you have learned to anticipate enemy 
maneuvers and weather patterns almost like second nature. 
This perk gives you а +3 bonus to your Pilot skill to 
outmaneuver your enemies. Also you gain a *1 bonus to 
Outdoorsman checks to anticipate the weather. This bonus 
rises to +3 while you're airborne. 

Ranks: 1 

Cost: 8 XP 

Requirements: Perception 6, Pilot 6, 70 XP 


Road Warrior 


Mad Max doesn't have a thing on you. You have learned how 
to drive and shoot at the same time. When taking one action 
to drive a vehicle and another to shoot within the same 
round, driving does not count as an action for determining 
your multiple action penalties. Also when driving vehicles and 
making attacks at the same time, any shooting from moving 
vehicle penalty is reduced by 4 points (apply this last!), 
because you can adjust your driving to your shooting! 

Ranks: 1 

Cost: 8 XP 

Requirements: Agility 6, Drive 8, 75 XP 


Robotics Expert 


| robot... do you? 

Oh yeah, you definitely do! Your skill with robots is 
unsurpassed. This perk confers a bonus of +2 to your damage 
against robotic creatures and to any Repair, Programming or 
social check when dealing with an AI or robot. 

Ranks: 1 

Cost: 7 XP 

Requirements: Repair 5, Intelligence 6, 50 XP 


Run 'п Gun 


You ran for your life gunning behind you too many times... 

At least you know how to do it now. When moving and 
attacking with a ranged weapon in the same round, you do 
not suffer the additional "Shooting and moving"-penalty, and 
you can split your movement between ranged attacks, but 
not other actions! 

Ranks: 1 

Cost: 8 XP 

Requirements: Any ranged weapon skill 7, 40 XP 


Salesman 


Everything comes with a price! 

As a good salesman you gain a *2 bonus to all checks to 
determine the value of an item. 

Ranks: 1 

Cost: 5 XP 

Requirements: Barter 5, 30 XP 


Scoundrel 


Han Solo has nothing on you! 

You are a charming bastard and you know it. You may throw 
this perk in the ring whenever your GM denies a speech, 
barter, or other social check to influence someone. The 
better you are in what you do the better the chances your 
GM is forced to let you make the check anyway. Roll 1d10. If 
the result is less or equal to your score in the respective skill, 
you are allowed to make the check. Also your GM has to give 
you a somehow fair chance to succeed. But he is not forced 
to make it easy for you. 

Of course the GM is still the GM. If the use of this perk would 
be really really plot breaking, it would be deniable. But that's 
the only exception. 

Ranks: 1 

Cost: 6 XP 

Requirements: Any social skill 7, 20 XP 


Scout 


Your character can see further in the wilderness. Treat your 
PE as 3 points higher for all checks to see something in the 
distance. Also maps are easier to read. It is up to the GM to 
determine exactly how this works. 

Ranks: 1 

Cost: 7 XP 

Requirements: Perception 5, Outdoorsman 5, 30 XP 


Scrounger 


For some twist of fate you find more ammo than the normal 
post-nuclear survivor. You always find 15096 (rounded up) the 
normal amount of ammunition in encounters. 

But fate's a bitch, too. As soon as you start abusing her, for 
some reason you only find only 50% (rounded down) of 
ammo in encounters anymore. ... Very strange! 

Ranks: 1 

Cost: 9 XP 

Requirements: Luck 7 


му 


Sharpshooter 


«< For each rank of this perk, you gain a +2 bonus to attack rolls 


if you are shooting at a target at extreme distance. Also all 


penalties to hit smaller objects or creatures are reduced by 1 : 


(mino). 
“Ranks: 2 


Cost: 8 XP 
Requirements: Perception 7, Intelligence 5, 60 XP 


Shotgun Surgeon 


Your skill with the shotgun resembles the art of brain surgery. 
If firing a shotgun or similar scatter weapon you may decide 
to avoid damage to one target within the pattern per shot, 


may it be friend or foe. Р 


Ranks: 1 a ay, 


Cost: 9 XP : wy S 
Requirements: Small Guns 7, 40 XP 


Silent Death 


While sneaking successfully and catching someone unaware, 
characters with this perk do 15096 damage using close 
combat attacks. ` 

Ranks: 1 

Cost: 10 XP 

Requirements: Agility 6, Intelligence: $ Sneak 8, Martial Arts + 
or Melee 8, 90 XP 


Silent Running 
This perk allows characters to run and sneak at the same time 
without penalty. 
Ranks: 1 
Cost 7 XP ^ 
Requirements: Agility 6, Sneak 7, 50 XP 

1 


Size does Matter! 


Big, bigger, your gun! 


You love to feel the power at the tip of your finger, the deep ^ ex 


hammering sound of expanding energy УГЕ you shoot. You: : 
аге a nut for big guns. 4 
Since you love your gun so much you will never leave. it 
behind. Carrying one big gun does not hamper yoü at all 


-anymore. Ignore the Encumbrance Value of one Big ud й 
“when calculating your Total Encumbrance Value. 


Ranks: 1 
Cost: 8 XP 
Requirements: Big Guns 6, Strength 7, 50 XP 


Slayer , 


The slayer walks the earth! In close combat, characters with 
this perk do a critical hit with a result of 9 and 10 on the 
attack roll and deal 150% damage when hitting critically! You 
may also reroll on both results! 

Ranks: 1 

Cost: 12 XP 

Requirements: Agility 8, Strength 8, Unarmed 8 or Melee 


_ Weapons 8, 150 XP 


Smooth Talker 


You. know how to use your silver tongue. : 
When bartering you simply always get a 10% discount or 10% .* З 
more caps. If you want more than 10% you still have to roll.a 

check. But beware, here you can fail or botch. Your decision! 

Ranks: 1 ч 
Cost:.9.XP $ ? 
Requirements: Barter 7, 30 ХР _ 


Snake Eater б 3 А 


You like snakes. They just taste good! 

This perk adds *3 to your Poison Resistance. 
Ranks: 1 

Cost: 8 XP 

Requirements: Outdoorsman 5, Endurance 6, 50 XP 


Sniper 


With this perk, when using the Small Guns skill, characters 
with this perk do a critical hit with a result of 9 and 10 on the 
attack roll and deal 15096 damage when hitting critically! You 
may also reroll on both results! 

Ranks: 1 

Cost: 12 XP 

Requirements: Agility 8, Perception 8, Small Guns 8, 150 XP 


~ Solar Powered 


You care for your Bonsai and your Bonsai саге ог you. 
So long as you are exposed to a light source for at least 6 


J; hours, you only have to eat half of the normal amount that 


day. 


Ranks: 1 


Cost: 7 XP 
Requirements: Bonsai perk, 50 XP 


Speaker 


- You are a born politician! Shame on you! 


Therefore you gain a bonus of +5,to speech checks when 
speaking to more than 9 people. 

Ranks: 1 

Cost: 6 XP 


Requirements: Speech 5 


Spray n Pray 


You're no sniper, not at all... 
thing! 

You havea 50% chance to avoid friendly fire with non-area 
weapons if it occurs in any way. In addition you.gain a bonus 

of +2 to all attack rolls to: lower your penalty when firing 
blindly (blinded, very dark conditions, invisible enemy, firing f < 
around a corner without looking, etc.). You only gain this ~ 
bonus when firing busts or in full auto mode. 

Ranks: 1 

Cost: 7 XP 

Requirements: Small.Guns 6, Luck7 . - i 


Automatic guns that's your 


Stat! 


You can heal people much faster than the usual wasteland 
doctor in combat. Stabilizing a comrade in combat does not 
count as an action for determining your multiple action 
penalties. 

Ranks: 1 

Cost: 7 XP 

Requirements: Agility 6, First Aid 7, Doctor.4, 35 XP 


Steady Arm 


Due to your massive size, burst attacks gain an additional 
bonus of +1 per rank of this perk. 

Ranks: 2 

Cost: 7 XP per rank 

Requirements: Strength 7 (Strength 5 for Mutants), 40 XP 


Stonewall 


If your character is about to be knocked prone in combat, he 
simply has an additional 5096 chance to avoid that fate. 
Ranks: 1 

Cost: 6 XP 

Requirements: Strength 7 (Strength 5 for Mutants), 30 XP 


Strong Back 


Sometimes people think you're a super mutant or that your 
mother was. 

Treat your Strength score as two points higher to calculate 
your carry weight, your lift capacity and overencumbrance! 
Ranks: 1 

Cost: 8 XP 

Requirements: Strength 5 


Stunt Devil 


You know how to bounce when you hit the ground! For every 
rank of this.perk you may add +1 to the bonus of a stunt you 
just qualified for. 

Ranks: 2 

Cost: 5 XP per rank 

Requirements: 25 XP 


Superior Defender 


You're a body guard for life. 

Defending others is in your blood. A rare virtue these days. 
When directly defending someone from harm by throwing 
yourself in the line of fire, you will gain a *4 bonus to all 
checks involved! 

Any actions supporting others or actions to help yourself 
while defending someone won't qualify for this perk. Also this 
perk ceases to function as soon as your protectee or you are 
not in direct danger anymore! 

Ranks: 1 

Cost: 6 XP 

Requirements: Socialize 4, Human Perception 4 and a good 
heart. 


. 


Super Slam! 


Your personality just knocks people off their feet... but mainly 
it's your sledgehammer. 

Any time you hit a target with a blunt melee weapon it may 
knock the target back and leave it prone on the ground. You 
and your target roll an opposed check. Your target rolls 1910 
+ ST or AG while you roll 1910 + 1 per 3 points of damage 
dealt (before SP/BTM/etc., always round up). 

If you succeed your target flies back one meter and falls 
prone, equal to a sweep/trip martial arts attack (see 
Cyberpunk Core Rules p.111). 

Ranks: 1 

Cost: 6 XP 

Requirements: Melee 6, 30 XP 


Survivalist 


When using the Outdoorsman skill to find food or drinkable 
water you'll gain a +2 bonus to the check for each rank of this 
perk. 

Ranks: 2 

Cost: 5 XP per rank 

Requirements: Intelligence 4, Outdoorsman 6 


Swift Learner 


You just got a knack for it... 

For every rank of this perk choose a skill. Every time you 
improve this skill from now on, you treat its learning factor as 
0.3 lower than normal. You can only apply this perk once to 
any skill. 

Ranks: 3 

Cost: 7 XP per rank 

Requirements: Intelligence 6 


Team Player 


You have learned the basic skills of teamwork and sharing. 
Good for you! At least you and another character are working 
together both characters will get a +1 bonus to all skill checks 
and Hit Rolls, for each rank of this perk, while working 
together. Working together means that the other character(s) 
need(s) to have taken this perk as well as you all need to, well, 
be “working together”. Also you only gain a benefit of more 
than one rank of this perk if all characters working in a team 
have the same ranks in this perk. That means if three 
characters work as a team and two of them have 2 гапкѕ:апа 
the third has only 1 rank in this perk all three team members 
will get only a +1 bonus. But they could also decide to have а 
*2 bonus for the two of them and no bonus for the third one. 
This bonus does only apply if there is any kind of teamwork 
possible on a specific task and on Hit Rolls. Also the GM may 
always decide that bonus to be not applicable on a specific 
skill check. 

Ranks: 3 

Cost: 5 XP per rank 

Requirements: Intelligence 5, 45 XP 


{ 
d 


ПОМИ 


The Professional 


You were really taken by that old holotape about this guy 
named Léon and his, err, "girlfriend". 

Up close and personal, that's how you like it. You will score a 
critical hit at 9 and 10 against unaware targets with pistols 
within close range. Still you may only reroll a natural 10 to 
increase your hit result. Nonetheless you may add 1d10 of 
damage on a roll of 9 if you hit. Also some perks only take 
effect when causing a critical hit. 

Ranks: 1 

Cost: 9 XP 

Requirements: Sneak 6, 60 XP 


Thief 


If you are trying to sell stolen goods, the chance that people 
react negatively or won't buy your stuff or even notice your 
goods as suspicious is lessened. How this works exactly 
depends on the stolen item as well as on your reputation and 
on the buyer. Therefore exact rules cannot be set. It always 
depends on the GM how the reaction of the buyer will be. 
Ranks: 1 

Cost: 6 XP 

Requirements: — 


Tough Hide 


Exposure to radiation and the harsh wastes has hardened you 
against the elements. You gain a —1 bonus to your BTM for 
each rank of this perk against all kinds of environmental 
damage. 

Ranks: 2 

Cost: 6 XP 

Requirements: Endurance 7, Outdoorsman 4, 50 XP 


Toughness 


With this perk a blow that would kill you (bring you into 
mortal damage levels) does only half damage (after armor, 
BTM and resistances). This is only applied once per hit, which 
means that the damage of that hit-may still injure that 
character mortally. For instance, if a character has 10 damage 
and takes a blow for 6 damage (after armor, BTM and 
resistances) the damage would be halved for bringing him or 
her into mortal damage levels. Thus the character takes only 
3 damage, but is still injured for 13 damage and thus has to 
make а death save! 
Any damage taken after the character is already within 
mortal damage levels is taken normally! 

_ Ranks: 1 
Cost: 10 XP 
Requirements: Endurance 7, 60 XP 


Travel Light 


You're a drifter, always on the move... 

So long as your Armor Encumbrance Value does not exceed 0 
you may move 50% faster than your normal movement 
:allows. 

Ranks: 1 

Cost: 8 XP 

Requirements: Agility 6 


b 
Tunnel Rat i 


You crawl like a baby. Well, you crawl like a very fast baby. 
With this perk you may crawl twice as fast as a normal person. 
Ranks: 1 

Cost: 5 XP 

Requirements: Agility 6, 30 XP 


Unstoppable Force 


... that's what you are! 

Any defenders countering your close combat attacks with any 
skill except Dodge suffer from a —3 penalty to their check. 
Ranks: 1 

Cost: 7 XP 

Requirements: Strength 7 


V.A.T.S. Training 


This perk does what its name suggests. By acquiring this perk 
you are trained in utilizing Vault-Tec's Assisted Targeting 
System. Without training you aren't able to tell what all the 
various displays and blinking icons mean, let alone able to use 
them to your advantage. When activated the system will even 
distract you, making you an easy target! 

Without this perk all benefits the system grants for a trained 
user will turn into the exact opposite! With it, you can 
become the meanest and fastest fighting machine in the 
wasteland! 

Ranks: 1 

Cost: 7 XP 

Requirements: This perk requires a teacher and 1 month of 
training OR at least 6 months of training without a teacher, 
and,-50 XP OR membership to an organization that has 
general access to V.A.T.S.-Technology. 
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Name / ID №. 

Job Assignment 
Race 
| Experience 


P. E. C.LA.L. 


EN Checks: 1410+3.Р.Е.С1.А.1.-5%а% vs. Difficulty (Difficulties are generally 10 points lower) 


ETT Leap El | 
BTM Init. +1410 


"Run = (AG—Total EV) х 3m | Leap = Runs4 | Lift = ST-Total EV) X20kg | Initiative = АФ@+РЕ+ 1410 GAP) Car AP = в AG-* CO)*5* CS * Mise 


APPAREL 
Head (n Resist EV Armor SP Torso (2-4) Resist EV Armor SP) 


cma] | | / j 


Left Arm (5) Resist EV Armor SP 


QNNM | i| / j 


Left Leg (7-8) Resist EV Armor SP 


f 


Right Arm © Resist EV Armor SP) | 


o ë o | | 7y 


Right Leg 9-10) Resist EV Armor SP) 


-——— | | 7 S 
(Resistamess[rire| E KEM [зш] ) иш Í— UN =26 


* for all average values from armor (Av. SP, Armor EV, Armor Resistances) calculate: (Head+%xTorso+LArm+RArm+2xLLeg+2xRLeg)+10 | “equals Weapon and Equipment EVs plus average Armor EV! 
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SKILL SET 
FE mE) 


Special Abilities (x1,9 
Doctor! x19) Awareness (x1,9) 


Authority (CO 
Combat Sense (PE) First Aid* (1,6) Energy Weapons aio 
MedTech GN General Knowl. axi» Human Perception 1,5 
— | Improvisation (Аб) Lang.: (1,9) Small Guns 1,5 
| Presence (L/P) (СО/ОН) Lang.: «1,» | 
Deviousness (00) Outdoorsman® aio CH (untrained: -2) | 
Manipulation (T/S) ID Programming 1,6) Barter (x1,6) 
Resources (LU) Science® 1,9 Perform* G1, 
Persuasion (x1,3 
(antrained: -3) Socialize 1,5 
Gambling (1,6) Speech (x1,6) 
Intimidation 1,5 
Larceny! (1,0) 
Wastewise 21,3 


(untrained: -3) 
Athletics! 1,9 
Brawl* (х1, 
Drive! a1, 
Dodge & Escape? «1,0 
Melee 1,0) 
M.A.: 1,9 
Pick Lock! 61,9 
Pilot! (1,9 
Primitive M.W. «1,» 
Repair® G1, 
Ride (x1,6) 
Sneak* (x1,6) 
Throwing 1,9) 
Traps? (x1,0) 


Big Guns 
Climbing" 
Swimming! 


*Skill Checks: 1410+ corresponding S.P.E.C.I.A.LStåt+Skill Value — (Total Encumbrance) +/- (Modifiers) vs. Difficulty or Opposing Skill Check 


- MEDICAL SUMMARY 


Ў light serious — crit.|S-0  D-0|S-1  D-1|S-2  D-2|S-5  D-5|S-4  D-4|S-5  D-5|S-6  D-6|S-7] 
gaaaa апаа ороо папа 90900 папа папа 90990 папа aaau| 
АСЕ checks -2 checks -2, AP-4 all checks -5, АР ,, Т 
AP- Run, Leap, Lift % Run, Leap, Lift v4 


. RADIATION LEVEL 
(Rads | =  ) о 200+ 550+ 500+ 650+ 800+ а 950+ 10 
4 7 


{Rad Resistance | HHH 


no headaches, nausea& loss of hair, bloody diarrhea bleedings below inner | 
side сока higher infection vomiting, bloody eyes &urine, strong skin, in mouth& bleedings, 
risk, men can tiredness, women (-5 to all checks, nausea, perm. nose, increased permanent E 
become can become all Stats -2) infertility 504) infection risk, infertility (1000 = = 
Козо ду, temporarily (-8 to all checks, (-10 to all checks, (-12 to all checks, Я к 
sterile (50%) А 3 4 all Stats -5, all Stats —4, all Stats -5, 
8) (= 


Аран Save-0 - 7 
y hourd | 


to all check: 


4 4 
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Race 
Experience 


-P.E.C. LAL. 


m Checks: 1410+3.Р.Е.С.Т.А.1.-5%2% vs. Difficulty (Difficulties are generally 10 points lower) 


Leap EM —— а 
ат Init. +1410 н 


*Run = (АС Тоба] EV) х m | Leap- Бил +4 | Lift = GT-Total EV) x 20kg | Initiative = | E ФАР) | AP = dc f IN+AG+C0)+3+CS+Misc 


APPAREL 
Head (1) Resist EV Armor SP 


Qoa | | / ) 


Left Arm 6) Resist EV Armor SP 


=== | | / j 


Left Leg (7-8) Resist EV Armor SP 


f 


Torso (2-4) Resist EV Armor SP * 


x 
О. | 


Cota] ри) 


Right Arm (9) Resist EV Armor SP) 


GEN | | / jJ 


Right Leg 9-10 Resist EV Armor SP | 


шыш _ шшш = 


* for all average values from armor (Av. SP, Armor EV, Armor Resistances) calculate: (Head+3xTorso+LArm+RArm+ 2xLLeg+2xRLeg)+10 | *equals Weapon and Equipment EVs plus average Armor EV! 


SKILL SET 


Special Abilities 1,9 
Authority (CO 

Combat Sense (PE) 

MedTech GN 

Improvisation (AG) 

Presence (L/P) (CO/CH) 
Deviousness (CO) 
Manipulation (T/S) IN 
Resources (LU) 


у 
РЕ (untrained: -2) 
Awareness ag) | 
Energy Weapons aio 

Human Perception «1,» 

EIE. Guns (x1, 


(untrained: -5) 

Athletics® 1, Doctor! 1,9 
Brawl* a1,» First Aid* 1,9) 
Drive! (x1,6) General Knowl. «1,5 
Dodge & Escape? «aio Lang.: G1, 
Melee (x1,6) Lang.: 1,9 
M.A.: 1,9 Outdoorsman* (x1,6) 
Pick Lock! 1,9) Programming (x1,6) 
Pilot! 1,9 Science® 1,9 
Primitive M.W. «1» 

Repair* 1,6) (antrained: -5) 
Ride (1,6) Gambling 1,9 
Sneak* G1, Intimidation 1,5 
Throwing a1,» Larceny? a1 
Traps? a1, Wastewise 1,5 


*Skill Checks: 1410 + corresponding S.P.E.C.LA.L.-StHt--Skill Value (Total Encumbrance) +/- (Modifiers) vs. Difficulty or Opposing Skill Check 


. MEDICAL SUMMARY 
light serious crit.|S-0  D-0|S-1  D-1|S-2 р-2|5-5 р-5|5-4 р0-4|5-5  D-5|S-6 D-6 , 
oaan 9000 папа ©9000 9000 0000 0000 90900 ouaa ооа | 


checks -2 checks -3, АР all checks 5, AP -6 
по CHING ааах АР-2 Run, Leap, Lift 4 Run, leap, Lift % 22% 


= (x1,6) 
Performa G1, 
Persuasion (x1,3 
Socialize 

Speech 


Big Guns 
Climbing! 
Swimming! 


_ RADIATION LEVEL 
(Rads | =  ) о 200+ 550+ 500+ 650+ 800+ а 950+ 10 


| HHHH 


bloody diarrhea bleedings below inner r 


no headaches, nausea& loss of hair, 
side effects higher infection vomiting, bloody eyes &urine, strong skin, in mouth& bleedings, 
risk, men can tiredness, women s cu all checks, nausea, perm. nose, increased permanent › 
become can become all Stats -2) infertility Gos) infection risk, infertility (1009 72 29 
3 S See temporarily (-8 to all checks, (-10 їо all checks, (-12 to а11 checks, £^. 
i sterile 60%) | n". 4 all Stats -3, all Stats -4, all Stats -5, ч 
ti 9h. checks, Di 


Save -0 Death Save -0  — 7 
24h) RD hourd | 
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Notes: q 


*Bad Condition: -3 Accuracy OR AoE x 0,5; Weapon Damage x 0.5; Reliability always UR; reduced Range: Cond. 5 > no Extreme R. | Cond. 2 > no Long R. | Cond, 1 > no Medium В. || #S.P.£.C.LAM.-Stat+Skill + Accuracy ч 
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HIT NUMBERS 
Point Blank range (touching to 1m) 
Close range (4 Long range)... 
Medium range (7 Long range) 
Long range (Full range) 
Extreme range (2x Long range) 


ATTACK MODIFIERS 
Target immobile 


Target moved 3m: last turn or dodging 
Target moved in close combat 
Target moved or dodging (AG 1 - 5) .... 
Target moved or dodging (AG 6 - 8) .... 
Target moved or dodging (AG 9+) 

Shooting and moving (min. 3m) 

Attack on/from moving vehicle....-6 to -10 
Turret mount +2 &vehicle penalty = % 


Ambush (target is unaware of danger) 
Aiming (no movement) +1/rnd (up to +3) 
Aiming at Limbs or Torso 

Aiming at Head (Point Blank | M/B/M.A. F 
Aiming at Head (Close range) 

Aiming at Head (Medium+ range) 

Tiny target 

Small target 

Large / Huge (or larger) target 


Using two weapons 
Improvised Throwing weapon 

Fast draw (+3 to Initiative) 

Ricochet or indirect fire 

Firing into close combat 

= on Fumble other combatant will be hit in 
addition to Fumble result, if possible! 

Three Round Burst (PB to Medium only) . +3 
Full Auto (PB, Close) 
Full Auto (all other) 


+1 for every 10 rounds 
-1 for every 10 rounds 


Continuous damage 
= unless max. possible damage is lower than 
character's protection (SP * Resistances). 
Vision impairment 
œ dark or foggy conditions, blinded by light or 
dust, wearing eye protection, etc. 


Completely blind 
Target silhouetted / highlighted 


Laser Sight 
Electronic Sight 
Optical Scope (setting up takes 1 full round!): 
at Point Blank & Close range 
at Medium range 
at Long & Extreme range. 
Teleoptics (as Scope but Long & Extr. Я", 
No Iron Sights (Medium to Extreme r.) ..... -3 
Custom Grip (for owner/anyone else)... +1/-1 
Folding Stock (Folded out/Folded): 
Pistols, SMGs and similar 
Shotguns, Rifles and similar 
Bipod or Weapon Mount М 
Electricity weapon vs. metal target .... + 
= bonus to accuracy, already factored into 


weapon's entry, target must be from metal or 
wearing m. armor on torso or 3 extremities! 


Weapon in Bad Condition 
МАТ O E AR +1 


œ= reduce movement, size & aiming penalties by 2 


Object Throwing Range = ST x 5m* 
(*reduce multiplier by -1т per one full kg of object) 
(Extreme range only with at least 5m run-up) 


Miss: roll 1d10 for direction, then1d10m for distance, 
or 2d10m for directions 1 & 10; Fumble: use Fumble Table 


2---2-7---..2no effect or damage unless noted. 
Extreme 


2 area damage (reduce base dmg 
by 2 dice & respective wpn dmg!) 
Hit Roll of 22 to 24 = area hit*! 
2 area damage (reduce base dmg by 
1 die & respective weapon dmg!) 
Hit Roll of 18 or 19 = area hit*! 
2 area damage (full damage including 
respective weapon damage!) 
Hit Roll of 14 = area hit*! 
2 targeted damage (full damage to a 
single target and single hit location!) 


* dodgeable non-targeted area attack, below - total miss! 


Long 
width: 3m 


Medium 
width: 2m 


ST* or EN* Body Type 
2 Very Weak -0 -2 
3-4 Weak -1 -1 
5-7 Average -2 +0 
8-9 Strong -3 +1 
10 Very Strong -4 +2 
11-12 Superhuman 1 -5 +4 
(+2) Superhuman (+1) (-1) (+2) 
* ST 3 close combat damage bonus | EN э Body Type апа BTM. 
Temporary Modifiers: 
STAT «1/31 BTM DMG* ІМІ AP 
ES +/-1 = = 
- +/-1 +/-0.5* 
+/-0.5* 
- +/-1 +/-0.5* 
+/– 0.5* 
* STAT modifiers of +/-2 results in +/-1 to Base Action Points. 
STAT +1/-1 Run Leap Carry Lift 
ST - =  +/-5Кв +/- 20kg 
AG +/- 3m* «/- 1m - - 
* actually this equals the character's Run Speed multiplier! 
Calculations: 
Run = (AG - Total EV) x 3m 
Leap = Run + 4m 
Lift = (ST- Total EV) x 20kg 
Carry = 5kg + (ST – Total EV) x 5kg 
Initiative = AG + PE + 1410 ( +4CS? +АР? ) 
АР = (PE + IN + АС + СО) + 3 + CS + Misc. 
Save Number = (ST + EN) +2 


BTM DMG+ 


рос gt. с. WE oe 


I ur ROLL MODIFIERS GRENADE TABLE COVER SPs AND RR 


Sheetrock Wall 
Stone Wall 
Brick Wall 


Wooden Door 

Heavy Wooden Door or Wall 

Steel Door or Steel Sheets 

Tree | Phone Pole 

Concrete Utility Pole 

Hydrant | Steel Pipes 

Sand Bags 

Computer Terminal | Electronics 
Computer Rack | Vending Machine .... 
Car Body | Car Door 

Engine Block 

Armored Vehicle Body or Door 
Unarmored Robot Body 

Dead Body ..... worn armor Average SP + 15 SPs 


10 SPs 
20 SPs 


э Rad Resist = % SP (more for dense materials) 


COMMON ARMORS 


Name 

Jumpsuit 

Duster 0 

Simple Leather A. 0 

Heavy Leather A. 5h|4s|4s 1 

Light Metal Armor 9h|8h|8h 2 

Metal Plate Armor 12h|11h|11h 3 
2 
0 
1 
1 
2 


SPs (T|A|L) EV RR 
1s|1s|1s 0 0-1 
2s|2s|1s 
3s|3s|3s 


Combat Armor 14h|12s| 14h 
Cloth Headwear 0-15 
Leather Headwear 15 — 45 
Composite Headw. 25 – 8s (orh) 


Metal Headwear 2h - 8h 


STATS AND MODIFIERS § FUMBLE TABLE 


[AREA ROLL 1010: 


1-3 Only a minor disaster, you just missed ridiculously. 
4 You drop your weapon. (-1 condition & roll again*!) 
5-6 Weapon discharges inadvertently. Roll Reliability 
for jam. If not jamming, it hits something harmless. 
ST, AG, PE 8 A weak part of the weapon cracks. Roll for jam: 
(Combat) if jamming, -2 condition & weapon unusable until 
repaired; if not jamming, -1 condition to weapon. 
9 Great! You wounded yourself! (Roll location & dmg) 
10 You manage to wound a member of your party! 
* ignore another result of 4! 


1-4 No fumble, you just mess up and make an idiot of 
yourself. 

5-7 You fail miserably! Take 1 non-lethal damage 
(sprain, fall, stumble) and make a Stun Save. 

8-9 You fail abysmally! Take 1d4 non-lethal from falling 
or strained muscles. Also make a Stun Save! 

10 You hit your neck! Таке 146 dmg and а Stun Save 


AGILITY 
(Athletics) 


1-4 No fumble, you just can’t get it together... Damn! 
5-7 You not only fail, you make it worse. You drop the 
tools you are working with, or you lose your grip 
and damage the thing you are working with even 
more. Weapons take -1 Condition, Armors take 
25% SP damage. Retry is 5 points harder for 24h! 
- 10 Wow. You blew it! You damaged the device you 
are working with beyond repair. Buy a new one! 


AGILITY 
(Repair or 
Create) 


-4 No fumble, they just won't buy it. 

-7 Somuch for your people skills.... You not only 
don't convince them, you leave them totally cold 
to any other suggestion you might have (-4 to 
your next social skill check with the same people). 

- 10 Yow! You blew it royally! You not only don't 
convince them, but now they are actually violently 
opposed to anything you want to do! 

Roll a d10. At 1 - 4 they actually attempt to do you 
physical harm! 


CH, CO 
(Convince, 
fast talk, 
seduce) 


-4 No fumble, you just don't know how to do it. You 
don't know what's going on. You carry on, 
oblivious to higher concerns. 

-7 You don't know anything about what's going on 
and you don't know a thing about how to do 
anything about it. Take -4 to the next check even 
remotely related to it! 

8 - 10 YES! You got it! ... It’s just that you are completely 
convinced of the exact opposite of the truth and, 
of course, you will act accordingly! 


RELIABILITY (-1 Weapon Condition on Jam!) 

Very Reliable ... jams on 3 or lower 
Standard Reliability .. . jams on 5 or lower 
Unreliable . jams on 8 or lower 


PE, IN 
(Figure out, 
catch a clue, 
notice) 


Combat Rules Summary 


Action points: AP = (PE + IN + AG + CO) +3 + CS + Misc. (AP refresh after every encounter. Can be used to perform additional actions in combat.) 
Luck: Use any or all Luck points as a bonus to any die roll, declare before use, Luck points are restored every game session. 


Initiative: AG + PE + 1d10 (+%CS? +AP?) Critical Hits: on a natural 10 roll again & add to Hit Roll or check, 
Fast Draw: +3 Initiative, -3 to hit roll second roll also adds bonus dmg to attack! 
tions: Move (up to кова) тапаар AAP Fumbles: ona Кате: 1 апаа always fails, also roll on 
р Й К Fumble/Reliability Table. 
(min. 3m: cause moving target penalties!) E р Y ! 
зек (вап ODORO F/T Ona) 5AP Unjam: Unjamming a jammed weapon takes 1d6 rounds. 
Aim (+1/round, up to +3, no movement) 2AP АИ GDY са А 
Dodge (cause dodging penalties & move to 3 AP Burst Attack: One action, single targét, close and medium 
avoid area effect or explosion crippling!) range only, +3 to hit, 1d3 rounds hit the target. 
Reload one weapon ammo slot 5 АР Full Auto: one or more targets, divide RoF between targets 
Change Weapon 5 АР (round down), roll for each target, no aim, no scope, etc. 
Mount or dismount vehicle 4 AP Close range: *1 to hit for every 10 rounds fired. 
Repair 5 АР Medium: range: -1 to hit for every 10 rounds fired. 
Medical Aid 7 AP Hits = HitRoll — Hit Number 
Non-combat task or any other action 4 AP (or more) (Different for Autoshotguns (Core Rules p. 109)) 


i Б lative -3 f h acti ll acti AP cost A 
ло actions. -. (no АР Cost) Explosions: 1x radius — full dmg; 1.5х rad. — % dmg; 2x rad. — % dmg 


B/M/M.A.- Strike/Kick (1d3/1d6 dmg + BT modifier) 3/4 AP Explosion crippling: only if fully affected (no cover, etc.), 
Actions: Disarm (disarm opp. on successful roll) 5 АР for every 11 dmg taken roll once for Hit Location, then Death 

Block/Parry (Stop dmg with weapon or body) 3 AP Save -0 for each: fail — destroyed, success — crippled; 
Sweep/Trip (prone: -2 to attks, attkrs get +2) 4 AP when Dodging: fail — crippled, success — no effect. 
Grapple (initial action; is needed for:) 5 AP Area & SP: Damage of Area Weapons is reduced by Average SP! 

Throw (prone, 1d6 dmg + BT, stun -2) ДАР Also use the Dodge action to move up to AG meters to 

Hold (immobilize until escape) 2AP jump behind cover or outside most area effects! 

Choke (1d6 dmg/turn until escape) 3 AP Area & Declare an action to be a Dodge action (multiple actions?), 
Escape (escape grapple/hold/choke) 4 AP Dodge: unless movement is prohibited! Effects until next turn: 


Dodging penalties to attackers and move up to AG meters 
Attack Rolls: Ranged: ging p and p 


| i М | 
S.P.E.C.LALL. + Weapon Skill + 1910 + Modifier (1х per rnd!) to avoid non-targeted or delayed area effect! 


against Hit Number (Table) Hit Location: Brawl — ignore legs & roll again! 

Melee/Brawl: Limb Loss: Hit Locations are affected when taking X damage at once: 
AG + M/B/M.A. Skill + 1010 + Modifier destruction dmg crippling dmg crippled effect 
against AG + Skill* + 1910 Head: 9+ (dead) 5+ (Stun S. -4) РЕ, IN, CH, CO = 1 
*usable Skills: Brawl/Melee/M.A./Dodge/Athletics Torso: 11+ (dead) 6+ (Stun S. -4) ST, EN, AG = 1 

Thrown: Limbs: 11+ (Death S. -0) 6+ (Stun S. -0) unusable 


AG + Throw Skill + 1410 + Modifier 


. 3 Death/Stun Saves: 1010 - wound level mod. lower than: (ST+EN) + 2 
against Hit Number (range = ST x (bm - 1m/kg!) 


Е Roll every time dmg is taken above serious (=> stun save) or critical 
Fail: grenade pattern (see Combat Tables sheet) 


2 to 9: 1d10 meters, 1 or 10: 2d10 meters 
Fumble: use Fumble table! 


wound level (=> death save), repeat stun save every round on fail, also 
repeat death save every round until stabilized! 


Wound Mods: Penalties not cumulative, but gradually worse as given. AP penalties = derived temporary modifiers & also affect current AP! 


Armor & Layering/EV: Max. 2 layers, max. 1 hard armor, hard armor needs soft armor below. EV stacks, subtract from marked skills! 
Dmg Types: Soft Armor: Soft armor is only half effective against Melee, Brawl & M.A. and against arrows and crossbow bolts! 
Penetration: Armor SP is reduced by 1 (or more, see dmg types) by every attack that fully penetrates an armor. 


1 always: Hard armor stops dmg completely, soft armor & BTM always let 1 point through, if EN is less than superhuman. 
Non-Lethal: Heals in hours, not days, adds to lethal dmg, convert to lethal when exceeding dmg bar, triggers only stun saves. 
Laser: Moving target penalties always only -3; on head hit: dodge (*eye protection?) vs. hit roll to avoid blindness for 3 rnds. 
Plasma: No localized dmg (use Average SP), Fire Resist is halved, dodge check vs. hit roll or catch fire with +3 dmg per dmg die! 
Fire: Soft armor takes 2 SP-dmg, natural and metal armor has only half SP (except Power Armor) but takes no SP-dmg, 


if in area on fire: dodge vs. 20 once per round to avoid catching fire, when caught fire: 2d10/rnd until fire source is avoided 
or expires, one full round to extinguish; expiring fire without further fuel or source: 1% rnd: 2410, 279 rnd: 1910, 3 rnd:1d6 

Acid: Works normally against most external armors but deals double SP-dmg. Natural Armor is halved. 

Electricity: All armors have only half SP, natural armor and BTM do not work at all, +3 to attack of electricity only weapons if armor is 
30+% metal, machines have 5% chance per damage taken to shut down for 1d6 rounds. 

Poison: Works only if SP is penetrated; filtration masks neutralize gases. Natural Armor can't protect from contact poisons. 

Radiation: | Penetrates any armor completely, reduced only by Radiation Resistance and BTM. 

Continuous: Causes -5 penalty to all checks if SP  Resistances smaller than maximum dmg; first round: immediate, then after all 
combatants' turns; no penalty for creatures that are painless and fearless. 


Overencum.: No Action Points, Total EV as penalty to Hit Rolls, no actions requiring elaborate movement, 2x Total EV as penalty to EN checks. 
Resistances Work like armor against damage type or as bonus on checks against effects. 
Suffocation: Hold breath for EN x 3 rnds (% under stress). After that: Stun Saves (cumulative -1) for 5 rnds, 6" rnd+ also Death Save (cumulative -1). 


Stabilize: First Aid or Doctor check (+ modifiers from First Aid Kits or other equipment) => against damage the victim has taken. 
Stunts: +1, +2 or +3 to check and +1, +2 or +3 AP! Level 2 Stunt grants one Improvement Point, Level 3 Stunt grants one XP! 
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> This section covers almost all animals that fall into the arthropod category. Some similar creatures like Mirelurks or other crab-like - 


creatures are covered in Fish and Sea Creatures or Mutant Humanoids later in this chapter. This section mainly focuses on terrestrial 


insectoids, arachnoids and other invertebrates. 


Arthropods make a large part of the animals that survived the apocalypse. This is mainly because many species are extremely 
resistant to radiation, especially roaches and scorpions. But also other invertebrates like centipedes, slugs or leeches survived in good 
amounts and now, hundreds of years later, their mutated descendants roam the wastes. In most cases arthropods do not pose much 
of a threat due to their small size, but radiation changed a lot of their DNA and so especially those that grow to giant size threaten 
the lives of Wastelanders all over the continent or even terrorize whole settlements, since they also tend to appear in huge numbers! 


~. Ants 


29 PO TN 


Э Giant Ants are large mutated arthropod insects of the 


Formicidae family, genus Camponotus, most likely 
black carpenter ants. Some scientists theorize this 
mutation comes from the effects of extended 
exposure to radiation. 

What they lack in individual fortitude, they make 

up for with relentless attacks and swarm tactics. The 
large insects are protected by a yellow-brown carapace. 
They have large mandibles which they use to both hunt 
and protect themselves. They can cut through most leather 
and plastic with ease, even snapping bones on a lucky hit. The 
long antennae they have sprouting out of their head act like 
sensors, allowing them to take in more information about 
their immediate environment. Giant ants become particularly 
aggressive when their queen is threatened. 
Fire Ants are a variation of the normal Giant Ant that spread 
out from the East Coast where they seem to originate from. 
Their name comes from their ability to breathe fire. Fire Ants 
breathe fire by expelling a flammable substance from what 
were their venom sacks, then igniting it with a spark made by 
clicking their mandibles. Scientists call this process "pyrosis". 

Fire Ants have a hard, red-orange carapace that 
protects their body from environmental factors. Like normal 
Giant Ants they live in enormous underground colonies 
where they eat, sleep, and mate with the queen. Fire Ants are 
omnivorous and they use their pyrosis to kill live prey, but 
they will also eat what little vegetation they can find, when 
necessary. Fire Ants like to attack from range with a fire 
breath attack, which has a surprisingly long effective range, 
but they seem to have a minimum range below which they 
won't breathe fire. A common tactic is to get close to the ant 
and attack it in close combat, but this is only recommendable 
to experienced fighters. 

Some people have been reported to be using Fire Ant 
poison as flamer fuel and even as substitute for gasoline. 
Technically it is absolutely possible to do so, but because of 
the biological nature of the substance it becomes very 
unstable over time and therefore very dangerous. Each 
gland contains 3 liters of poison (or 5 in the case of 
queens) when completely 
filled. 


«V! 


In some rare cases they 
grow to even bigger sizes 
than usual! 


у» 


To acquire the two glands of a dead Ant of any species, the 
Wastelander needs a successful Outdoorsman check (Diff. 20) 
or a successful Doctor check (Diff. 25) for each gland 
individually. If the check fails by 5 or less you may try it again. 
If the check fails by more than 5 the gland was pierced and 
the poison is wasted. On a botch, however, the unfortunate 
Wastelander poisons himself (in the case of a normal Giant 
Ant) or spills the very sticky poison over himself (in the case 
of a Fire Ant), making himself very flammable! © 


> Ant nectar is another substance Giant Ants produce, which is 


valuable to Wastelanders. The nectar is produced within the 
first section of the gestational organs of the ants and it is fed 
to the ant larvae living in small holes in the walls of the 
colony. The nectars can be acquires the same way the poison 
can, and one ant usually has a 5096 chance to hold one dose 
of nectar when cut open. 


> For information on Ant Queen Pheromones see the Giant Ant 


Queen entry below. 


> Technically both species and their variants have the same 


physical abilities. They only differ in the use of their venom. 
Therefore, depending on the species, use the respective 
Special Ability and/or attacks in the entries below. 


& 


Giant Ant Worker 


> As their name suggests, these ants do most of the work and 
they are the backbone for the ant colony's infrastructure. 
Even though they are as big as a large dog, they are relatively 
frail but are often found in large groups. They might be 
weakest variation of ant in a colony, but they will attack 
intruders if they are threatened and will defend their queen 
fearlessly to their death! Unlike soldiers though, they 
normally remain ignorant to intruders or other creatures until 
they or other ants in their direct vicinity are attacked directly 
or until their queen is threatened or dies! 


Stats: ST 8, PE 3, EN 7, CH 1, IN- , AG 4, LU 4, CO 3; 
Run 8m, Leap 1m, 
Carry 168kg, Lift 320kg 
> Injury: Run 8m/4m/3m, Leap 1m/1m/1m, 
Lift 320kg/160kg/107kg 


INI: 1d10 +7 
AP: 4 
Injury: INI 1410 + 5/4/2 
АР 2/1/1 | AP loss in combat: (-2)/(-2)/(-2) 
Skills: ST: Climbing 8 
AG: Athletics 3, Brawl 3, Dodge & Escape 4, 
(Fire Ants: +Throwing 5) 
> Injury: all checks -2/-3/-5 


Traits: — Small (Hit Rolls against Giant Ants suffer a -4 penalty. They 
have their Run Speed multiplier reduced by 1m. They also 
have their Carry Weight multiplier reduced by 3kg, as well 
as their Lift modifier by 15kg. They only need % the 


amount of food and water a human needs.) 


Mindless (A Giant Ants's actions are not driven by any 
intellect but purely by instinct. It has no IN score and 
cannot make IN-based checks. It is not subject to any 
effect or action that affects the mind or the brain. 
Calculations which include IN are made with a value of 1.) 


Stable (Due to their anatomy Giant Ants cannot be tripped 
as easily as humans, for example. They gain a +5 bonus to 
any check to avoid being knocked back or prone. A 
drawback is however that they also cannot jump as good 
as other creatures can. The divider of their Leap distance 
is increased by 4!) 


Multiple Legs (For Giant Ants have 6 legs, crippling or 
destroying one leg doesn't keep them from walking. АП 
legs on one side have to be crippled and/or destroyed to 
keep them from moving. When you cripple or destroy a hit 
location consisting of multiple limbs only one of these 
limbs is crippled or destroyed!) 


Ant Strength (Ants are famous for their immense 
strength. Especially worker ants can lift and carry multiple 
times their own weight. A worker ant's Carry and Lift 
weights are multiplied by 8, and their close combat 
damage bonus is doubled!) 


For The Queen! (Worker ants are not completely 
fearless, but if they feel their queen in danger they 
become so until the threat is over! While defending 
their queen they do not suffer penalties on 
Coolness checks and cannot fail any check or 
roll to avoid panic or fear. If threatened they 
attack anything without restraint or any regard 
to danger or pain. (Creatures that are Painless and 
Fearless don't suffer continuous dmg penalties.)) 


Perks: - 
Special: – 


Total EV: 0 


Armor: Average SP 4h 
1: Head 3h (3h natural) 
2-4: Body 5h (5h natural) 
5: LeftForeleg ^ 4h (4h natural) 
6: RightForeleg 4h (4h natural) 
7-8: LeftHindlegs 4h (4h natural) 
9—10: Right Hindlegs 4h (4h natural) 
BTM: -2 
Save: 8 
Resist Fire Ants: Fire 15 


Immune: (Fear (when conditions are met, see For the Colony!-Trait); 
mind affecting effects) 


Attacks: Giant Ants: 

Bite: Type B, Range 1m (close combat), 

Shots —, RoF- , Асс. +1, Rel. VR, Соп. –, 

Attack 8 +1910, DMG 1d4+2 (+ venom) 

Notes Bladed weapon; venom (actually an acid 
injected by the bite. Effect: extreme pain for 1 
minute (-3 to all actions; reduce penalty by 
poison resist), +104 acid damage (only if 
injected!)) 

Fire Ants: 

Bite: Type B, Range 1m (close combat), 

Shots —, RoF- , Acc. +1, Rel. VR, Соп. – , 

Attack 8 +1410, DMG 1d4+2 

Notes Bladed weapon. 

Fire Breath: Type T, Ranges зт / 5m / 10m /- , 
Shots 3, RoF 1, Acc. -2, Rel. VR, Con.- , 
Attack 8 +1910, DMG 4d6 fire damage 
Notes Equals shotgun attack, use shotgun pattern 

for area hit chance and reduced dmg! When 
intended target is hit directly, it has to make a 
Dodge check (Diff. 20) or catch fire, which burns 
for 3 rounds until expiring! Fire Ants won't use 
their fire breath if facing an enemy within Close 
range or closer and usually attack the closest 
enemy they can perceive. They produce 1L of 
poison per hour per gland and use up 2L (one 
from each gland per attack). 


Injury: Hit Rolls -2/-3/-5 


Possess.: usually none except nectar and venom. 
Notes: - 


(normal Giant Ant Worker) 


Stats: 


Skills: — ST: 


Traits: 


à t КУТ, А, 


С1апї Ant Soldier 45 


Э These аге the colony's main defense against intruders. They 


are largest and strongest common variant, growing to the size 
of donkeys, and often appear in large numbers to overwhelm 
an enemy, either fighting it off or killing it on the spot with 
their huge mandibles; usually the latter. Soldier ants can 
often be found accompanying worker ants.as they forage. 
Due to their function for the colony they are very aggressive 
and will attack any creatures, if they get too close! 
Soldiers also mate with the queen from time to time. Every 
now and then the queen transforms a soldier ant into a fertile 
male to restock her spermatheca. The male is eaten after. 
Once every few years, when the old queens die their 
natural death, they transform all soldier ants of their colony 
into fertile males and females! Fertile ants grow wings (add 
Flight at % Run speed) that either carry them to the next 


‘burrow, where they try to sneak into the queen’s chamber 


and mate with her, or that carry them to a new place to start 
a burrow of their own! This time is known as the Ant Plagues! 


ST 8, PE 6, EN 7, CH 1, IN - , AG 6, LU 5, CO 7; 
Run.18m, Leap 2m, 
Carry 90kg, Lift 320kg 


> Injury: Run 18m/9m/6m, Leap 2/1/1, 


Lift 320kg/160kg/107kg 


INI: 1d10 + 12 
AP: 8 
> Injury: INI 1010 + 10/9/7 


AP 6/ 4/2 | AP loss in combat: (-2)/(-2)/(-2) 


Climbing 8 

AG: Athletics 5, Brawl 5, Dodge & Escape 5, 
(Fire Ants: +Throwing 7) 

PE: Awareness 5 


> Injury: all checks -2/-3/-5 


Mindless (A Giant Ants's actions are not driven by any 
intellect but purely by instinct. It has no IN score and 
cannot make IN-based checks. It is not subject to any 
effect or action that affects the mind or the brain. 
Calculations which include IN are made with a value of 1.) 


Instinct (Ant soldiers are made for fighting. What they lack 
in combat overview and tactics they make up for with 
instinct. Calculate their AP as if they had an IN score of 5!) 


Stable (Due to their anatomy Giant Ants cannot be tripped 
as easily. They gain a +5 bonus to any check to avoid being 
knocked back or prone. A drawback is however that they 
also cannot jump as good as other creatures can. The 
divider of their Leap distance is increased by 4!) 


Multiple Legs (Giant Ants have 6 legs. Crippling or 
destroying one leg doesn't keep them from moving; all 
legs on one side have to be crippled and/or destroyed. 
When you damage a hit location consisting of multiple 
limbs only one of these limbs is crippled or destroyed!) 


Ant Strength (Ants are famous for their immense 
strength. Soldier ants are not as strong as 
workers, but their Carry and Lifts weights are 
still doubled, but their close combat damage 
bonus is quadrupled!) 


For The Colony! (Ant soldiers are not completely 
fearless, but if they feel their colony or their queen in 
danger they become so until the threat is over! While 
defending their queen they do not suffer penalties on CO 
checks and cannot fail any check or roll to avoid panic or 
fear. If threatened they attack anything without restraint 
or any regard to danger or pain. (Painless & Fearless 
creatures don't suffer continuous dmg penalties.)) 
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Perks: 
Special: 


Total EV: 0 


Armor: 


BTM: 
Save: 
Resist: 


Immune: (Fear (when conditions are met, see For the Colony!-Trait); 


Attacks: 


Average SP 7h 
1: Head 

Body 

Left Foreleg 


6h (6h natural) 
4 7h (7h natural) 
5: 7h (7h natural) 
6: RightForeleg 7h (7h natural) 
8: LeftHindlegs 7h (7h natural) 
10: Right Hindlegs 7h (7h natural) 


Fire Ants: Fire 15 


mind affecting effects) 


Giant Ants: 
Bite: Type B, Range 1m (close combat), 
Shots –, RoF - , Асс. +1, Rel. VR, Соп. – , 
Attack 10 +1910, DMG 1d10+4 (+ venom) 
Notes Bladed weapon; venom (actually an ‘acid 
injected by the bite. Effect: extreme pain for 1 
minute (-3 to all actions; reduce penalty by 
poison resist), +104 acid damage (only if 
injected!)) 
Fire Ants: 
Bite: Type B, Range 1m (close combat), 
Shots —, RoF- , Acc. +1, Rel. VR, Соп. – , 
Attack 10 +1910, DMG 1d10+4 
Notes Bladed weapon. 
Fire Breath: Туре T, Ranges 4m / 8m / 16m /- , 
Shots 3, RoF 1, Acc. -2, Rel. VR, Соп. –, 
Attack 10 +1910, DMG 446 fire damage 
Notes Equals shotgun attack, use shotgun pattern 
for area hit chance and reduced dmg! When 
intended target is hit directly, it has to make a 
Dodge check (Diff. 20) or catch fire, which burns 
for 3 rounds until expiring! Fire Ants won't use 
their fire breath if facing an enemy within Close 
range or closer and usually attack the closest * 
enemy they can perceive. They produce 1L of 4 
poison per hour per gland and use up 2L (one | 
from each gland per attack). 


œ Injury: Hit Rolls -2/-3/-5 1 


Possess.: usually none except nectar and venom. | 


Notes: 


(Fire Ant Soldier) 
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"Giant Ant Queen * 
“44 > The mother of the ant brood, this variant is roughly four to 


IF f^. « five times larger than your average Giant Ant soldier and one 
#of the larges creatures commonly known. When threatened, 


“it off. They are not very fast, though they do notice most 
. ‘threats from a distance and spit with surprising accuracy. 
Е; * ^ They retain their wings, but after they started to mate and lay 


> Queens use potent pheromones to communicate with their 
brood*-and confuse «enemies. These pheromones are a 
valuable substance since they cloud the mind and work like a 
strong “aphrodisiac. Even small “amounts of the gooey. 
substance are traded at high prices! Acquiring an Ant Queen's 
pheramones requires the same check as if trying to acquire a 
Giant Ant's venom (see general information above) and they 
shold 1d4 doses of their pheromones when doing so. 


>> Fire Ant queens ‘do not possess the ability to breathe fire for . 


some reason. It seems they cannot ignite their venom with 
‚ their mandibles though it is still flammable. Instead they have 


the same ability as normal Giant Ant queens to spit a glob of, 
their acidic venom at the enemy, but in addition they make , 


their target highly flammable and thus their subject ants 
much more dangerous! 

Э When the queen dies, the behavior of the remaining ants 
changes drastically. At first all ants in range of her 


pheromones-drop everything they were doing and start to., 
frenzy: They returning to their colony and attack anything =" 
that is notan ant, if they didn't do so before, trying to clear - 
out their burrow. They remain fearless as if the queen was- 


threatened until they.deem the colony clear of danger. After 


that they start to seal it off and prepare the queen's chamber" 


for the transformation of anew queen. The soldier ants start 


fighting over {һе remains of the old queen and the strongest. Sar. 
or. fastest feeds on her, starting her transformation. _ Sees 


Thereafter she transforms a soldier to a fertile male to mate _ 
and start laying eggs again. After that the colony returns to its 
normal business. 


she will spit acidic saliva at the enemy in an attempt to ward -` 


ST 16, РЕ 8, EN 12, CH 1, IN =, AG 6, LU 7, CO 7; . 
Вип бт, Leap im, _ 

Carry 490kg, Lift 1760kg " 
Injury: Run'6m/3m/2m, Leap 1m/1m/1m, 
Lift 1760kg/880kg/587kg 


Stats: 


“ eggs they become too heavy to fly. When threatened they : 
produce a buzzing soünd, which can scare some animals away: 


"wintjury: all checks -2/-3/-5 


* Perks: 


INE — 1910+14 

AP: 16 

Injury: INI 1410 + 12/11/9 
AP 14/12/10 | AP loss in combat: (-2)/(-2)/(-2) 


^ Skills ST:  Climbing2 
i AG: Athletics 3, Brawl 8, Dodge & Escape 3 
Throwing 8 


PE: Awareness 8 


Traits: Huge (Hit Rolls against ant queens gain a ge of *6. They 
we have their Run Speed multiplier increased Бу y.4m. They, ра 
also.have their Carry Weight multiplier increased by 10kg, №: 
zi as well as their Lift modifier by 30kg. s. м eight. b 
times the amount of food and water a human eeds ) m 5 


Mindless (A Giant Ants's actions. are not driven by аһу _ 
intellect but purely by instinct. It tiga no IN score and 2 
cannot make IN-based checks.-jt is not. Subject : to. any 0335, 
- effect or Ew that affects. the mind or. the brain. 4 


Calculation h include IN are made with a la value of 1: ) 


Instinct (Queens are vital to the survival of the col А 
What they lack in combat overview and ‘tactics they. mal 
up for with survival instinct. Calculate their: АР as if they 

~ had an IN score of 10!) i US 

‘Stable (Due to their anatomy Giant Ants cannot be йр 

Ка vas easily as humans, for example. They gain a +5 bonus te 

-any check to avoid being knocked back or prone: But they s 

- em cannot jump as good as other creatures. can. The divider of o s. 

А. their Leap distance i is increased by 4!) ` Ç E m 

nd heavy. Thus Шеш е 


Slow (Ant queens are slo 
multiplier i is reduced by € 
multiplier i is increased b н). 


destroying one leg doesn't keep them from а У 
legs on one side have to be crippled and/or destroyed TOR "NES 


keep them from moving. Damaging multiple limbs is. 

cripples or destroys only one of these limbs!) < 3 
Ant Strength (Ants are famous for. their’ immense ~ 
~~ @ strength. Queens are not as strong as workers w P 
75. considering size, but their Carry and.Lifts. -weights are stil 
~~~ doubled, as well as their close combat damage genus ye 
Action Girl (2 ranks; add +3 to AP per rank): 


‚ Pheromones (The pheromones of a Giant Ant pr ux 
have two function nunication and confusion. pan} 

A queen usually k ur e on in her kingdom. A 
, She will instantly be aware of danger as soon as any of . ps 


her subject ants are feel threatened. Also will her subjects: а, 


instantly know as Soon as their queen is ds ed. These 
it communication effects have a range ae The 
-7 effect travels along. any ants within 50 r s. of each 
` other and will penetrate any barrier unless airtight.) 
The second effect, confüsion, has a range of 10 


meters and is in effect instantly after the queen feels 
threatened without her taking any actions. Anyone staying 


Special: 


ila s Within the radius of this effect for a full round has to 


succeed on an EN check (Diff. 12) or fall into a delirious _ 
stupor for the following round. The subject is able to stand 
and keep basic balance but cannot take any actions. But it 
can be physically directed by another person to walk 
somewhere. The effect equals a gas attack and anything ; 
that wards against hazardous gases wards against the 

pheromones as well. Poison resistance, however, doesn't!) 


Qn; venóm actually anadd = 

ff ct: extre ne pain for T 
reduce penalty by 

acid damage (only if 


le acidic spit is highly 1 Зу 

the’ subject of the attack will —— . $ 

h fire without any check to avoid, if ' Cr | \ 
to fire damage ог firing a weapon j Я 
damage. Or lighting a cigarette, of е ` 


аб 
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Bloatflies 


> A Bloatfly is a common mutated pest 


resembling an oversized blow-fly, often 
found in well-populated regions or areas 
of conflict, where they live off 
the waste and the dead 
and lay their larvae into 
the livestock or the bodies of the 
fallen. Bloatflies attack at long range 
peppering their prey with stinged larva 
launched from their abdomen. This 
supply of larva is seemingly J 
inexhaustible, and unless evaded or р 
eliminated, Bloatflies will persecute an 
attacker relentlessly. They are covered in a 
green-brown carapace and are about as big as a basketball. 
Bloatflies are typically encountered in alone, or in small 
groups near a half-fresh carcass. Only adult female Bloatflies, 
which have already mated, attack other creatures. Male ones, 
if ever encountered, are much smaller and completely 
harmless since they do not produce larvae. Once a year, 
during the "Pest-Days", Bloatflies gather in large swarms to 
mate. In this process the male grows into the body of the 


Perks: 
Special: 


Dodgy (Bloatflies are have a dodgy and unpredictable 
flying style. When flying or hovering hit rolls against them 
suffer an additional penalty of -2l) 


Flight (Bloatflies fly at a speed twice as their Run statistic.) 


Climbing (Bloatflies are able to climb on almost any 
surface at % their Run speed, due to their adhesive feet. 
They can also climb overhead. They do not need to use 
their Climbing skill, but their skill value can be used for 
opposed checks or other situations.) 


Mindless (A Bloatfly's actions are not driven by any 
intellect but purely by instinct. It has no IN score and 
cannot make IN-based checks. It is not subject to any 
effect or action that affects the mind or the brain. 
Calculations which include IN are made with a value of 1.) 


Multiple Legs (For Bloatflies have 6 legs, crippling or 
destroying one leg doesn't keep them from walking. АП 
legs on one side have to be crippled and/or destroyed to 
keep them from moving. When you cripple or destroy a hit 
location consisting of multiple limbs only one of these 
limbs is crippled or destroyed!) 


Larva (This ability is not only the main attack of the Bloatfly, 
but also her reproducing mechanism. The larva of a 
Bloatfly is about the size of a thumb and initially works like 
a projectile to deal damage (see attacks). Their chitin shell 


ends in a nasty barbed sting so they get stuck in the 
victim's flesh. Even if the attack deals no real damage due 
to BTM, they get stuck if they pierce worn armor. When 
left alone for some time, the larva begins to eat its way 
into the flesh to stay there and eat off the victim for 2 
weeks plus a pupation time of 3 days until it hatches as a 


| female where its body is reduced to its reproductive organs, 
which are provided by the female's body. The female then 
produces larvae in huge amounts to shoot at prey so they can 
burrow into the flesh of the victim and grow below the skin 
until they hatch as small, still harmless Bloatflies, which 


, reproduce one year later. small Bloatfly of the size of a man’s fist. This process deals 
E 2d6 points of damage, reducible only by BTM. This 
$ damage won't heal until the larva is removed 
Bloatfly (Doctor, Diff. 15), since the larva eats the flesh 


of the victim as long as it is in its body. 

When the process comes to an end, the hatching 
Bloatfly deals another 2d6 points of damage. After that 
the wound will heal normally but usually leaves a nasty 
scar. Quite often the victim is killed by this process and the 
hatchlings begin to feed off the carcass thereafter. 

Pulling out a stuck larva deals 1d4 damage (only 
BTM applies), but it can be removed with Doctor or 
Outdoorsman check (Diff. 10).) 


| > This variant represents a common adult 
female Bloatfly. Their larvae attack is only usable as soon as 
they have mated and they will engage other creatures unless 
they are ready to reproduce. They are able to defend 
themselves with their spikes and clawed legs but will always 
flee if they haven't mated yet and generally avoid close 
combat at any cost. 
Bloatflies seem to be very resistant to mutations and 
other variants aside from the described are very uncommon. 


(larva dart) 


Total EV: 0 


Stats: ST 2, PES, EN 5, CH 1, IN- , AG 5, LU 7, CO 3; а SET 
Run 5m, Leap 1m, Fly 10m, Climb 3m Tu Head 1h (1h natural) 
Carry КБ, Lift 10kg 2-4: Torso 2h (2h natural) 
5: Left Wing - 
œ Injury: Run 5m/3m/2m, Leap 1m/1m/1m, 6: Right Wing — 
Fly 10m/5m/3m, Climb 3m/2m/1m, 7-8: LeftLegs 1h (1hnatural 
Lift 10kg/5kg/3kg 9-10: Right Legs 1h (1h natural) 
INI: 1d10 + 10 BTM: -2 
AP: 5 Save: 4 й 
> Injury: INI 1410 + 8/7/5 Resist: Radiation 5 ^s. 
AP 3/1/1 | AP loss in combat: (-2)/(-2)/(-2) Immune: (Mind affecting effects) 
Skills: ST: Attacks: Larva: Type T, Ranges 3m / 6m / 12m / 24m, 


Climbing 4 
AG:  Brawl3, Dodge & Escape 6, Throwing 5 
PE:  Awareness4 


œ Injury: all checks -2/-3/-5 


Shots 50, RoF 3, Acc. +0, Rel. V, Соп.-, 
Attack 10 +1910, DMG 1d4+0 
Notes see Larva special ability. 

Claw: Type B, Range 1m (close combat), 


Traits: — Small (Hit Rolls against Bloatflies suffer a -4 penalty. They Shots -, RoF—, Асс. 2, Rel. VR, Con. =, 
have their Run Speed multiplier reduced by 1m. They also Attack 6 +1910, DMG 144-1 " 
have their Carry Weight multiplier reduced by 3kg, as well Notes Piercing weapon. 
as their Lift modifier by 15kg. They only need % the = Injury: Hit Rolls -2/-3/-5 
amount of food and water a human needs.) 

| Slow (Bloatflies are not made to walk on the ground. They Possess.: usually none 
always have a Run speed multiplier of 1m!) Notes: = 


Cazadores 


> Cazadores are giant tarantula hawk wasps of about the size 
of a man with amber-orange wings, a blue-black carapace 
and blood-red eyes. They are more common in mountainous 
regions and chew wood fiber and mold it into a paper pulp 


Skills: ST: Climbing 6 
AG: Brawl 8, Dodge & Escape 9 
PE: Awareness 7 1 


Injury: all checks -2/-3/-5 


e WE its: Dodgy (Cazadores' quick and erratic flight patt 
with which they create large basket-shaped nests. The spikes Traits OEY EOS aye апе таста оа 
К ^ -6 penalty on attackers' hit rolls when flying or hovering.) 
on their back inflate as soon as they sense danger or prey! п 3 с 
я а р s Flight (Cazadores can fly at 1% times their Run speed.) 
Cazadores are fast, aggressive, highly agile and simply TE 7 
put: dangerous! When sighted, most Wastelanders avoid Climbing (Cazadores are able to climb on rough surfaces 
я : я t at their full Run speed, due to their clawed feet. They 
them categorically. They inspire almost as much fear in | › 
| | на | b f thei ducti cannot however climb overhead since they are too heavy. 
| REPPE ER Deat ç ам, notleast ЕЕ praneir reproduction They do not need to use their Climbing skill, but their skill 
mechanism, which includes their venom; one of the most value can be used for opposed checks or other situations.) 
hideous known in the wastes. This is, because it is not meant Mindless (A Cazador actions are not driven by any 
to kill but to paralyze the victim, usually Radscorpions, for the intellect but purely by instinct. It has no IN score and 
Cazador to lay its eggs into the body to supply its larvae with cannot make IN-based checks. It is not subject to any 
fresh food as soon as they hatch. Thereafter the Cazador effect or action that affects the mind or the brain. 
carries the victim away to pump in more venom, enclose it in Calculations which include IN are made with a value of 1.) 
a nest and leave it to its hatchlings. A paralyzed victim is fully Instinct (As their name says, Cazadores are ruthless 
aware of its surroundings and its metabolism is slowed down hunters. What they lack in tactics they make up for with 
to a minimum, needing only 1096 of the normal amount of instinct. Calculate their AP as if they had an IN score of 8!) 
nutrition. Then the victim usually dies a violent and painful Multiple Legs and Wings (For Cazadores have 6 legs 
death while the larvae eat their way through its organs! and 4 wings, crippling or destroying one of them doesn't 
> The poison glands of Cazadores are rare and difficult to keep them from walking or flying; all limbs on one side 
l ү ч к А $ have to be crippled and/or destroyed. When you cripple 
acquire. They are sold at high prices, especially to certain 3 п Th- аи 
ib hich h | B B d | or destroy a hit location consisting of multiple limbs only 
Ч Ss дЫ шешио ага уге gem ovde d Э HA one of these limbs is crippled or destroyed!) 
Е puposes-Toracquire We glandiof adea Perks: Action Boy (2 ranks; add 43 to AP per rank) 


Cazador (including 1d4 viable doses of the venom) you need a 
| successful Outdoorsman (Diff. 20) or Doctor (Diff. 25) check. 
, If the check fails by more than 3 the gland is pierced and the 
venom wasted. On a botch you poison yourself! 


Dodger (2 ranks; +1 Dodge & Escape Skill, slip behind 
attacker in close combat or PB range on miss. Next attack 
roll against this attacker gains a +2 bonus!) 


Е Charge! (when moving more than 5m + attacking, 
3 movement won't count into multiple action penalty.) 
Special Spikes (Grappling a Cazador deals 1d6 points of armor 
piercing dmg (see Sting attack) per grapple action!) 
Total EV: 0 
Armor: Average SP 6s/h 
1: Head 5h (5h natural) 
2-4: Torso 9h (9h natural) 
5: Left Wings 35 (3s natural) 
6: Right Wings 35 (35 natural) 
7-8: Left Legs 6h (6h natural) 
9-10: Right Legs 6h (6h natural) 
BTM: -2 
Cazador Save 7 
Resist: Radiation 2 
Э The following variant of an adult Cazador is the only one Immune: (Mind affecting effects) 
common. Cazadores’ genetics are exceptionally stable and 
make mutations uncommon. Only the giantism, which is Attacks: Sting: Type 8, Range 1m (close combat), 
observed in many mutated creatures, can also be seen in Shots—, RoF—, Асс. +2, Rel. VR, Соп. –, 
Cazadores from time to time. Some scientists, who research Attack 22 +1d10, DMG 1d10 + 6 (+ venom) 
these creatures more extensively, have suggested that they Notes Piercing weapon; armor piercings (hard 
might even be genetically engineered in the first place! armor is also halved!); venom: make a Sale -2 
(add -1 for each additional dose!) every round 
immediately for the next 2 hours, for every fail 
Stats: ST 7, РЕЗ, EN 7, CH 1, IN—, AG 12, LU 4, CO 9; the victim suffers a -2 penalty. to AG until AG 
Run 36m, Leap 9m, Fly54m, Climb 36m would reach 0, when so it becomes paralyzed for 
Carry 40kg, Lift 140kg 24h per dose!) 
Injury: Run 36m/18m/12m, Leap 9m/5m/3m, > Injury: Hit Rolls -2/-3/-5 
Fly 54m/27m/18m, Climb 36m/18m/12m, Possess.: Every Cazador nest, even old ones, contains items in 
Lift 140kg/70kg/47kg 50% of the cases. If not, it is empty or contains a 
INI: = 1410 +20 paralyzed animal. Else, roll 4 times in random item 
generation. Take only items that can be carried by a 
AP: 18 person. Also there might be a living victim inside! 
| œ Injury: INI 1410 + 18/17/15 Notes: Male Cazadores obviously do not lay eggs and:simply 
AP 16/14/12 | AP loss in combat: (-2)/(-2)/(-2) feast on their victims and then leave them to die. 


Radroaches 


Э Great American cockroaches, colloquially called Radroaches, 
or giant cockroaches, are giant versions of the pre-War 
species that have been mutated by 
radiation. Found = mainly іп 
underground areas and 
sewers across North 
America, which 
can cause them 
to be a pest in 
certain Vaults, a 
they feed on the dead, but will go after living 
creatures if isolated. Their numbers are their 
biggest advantage. It is said that Radroach 
innards are useful in the treatment of radiation 
poisoning, and are widely used by tribals for this purpose. 

A normal mature Radroach is about the size of a large 
cat. There are larger and smaller specimen sometimes up to 
the size of a dog, which can be covered with the Alpha and 
Young variant templates in the Common Mutations and 
Variants section. There is also another species of cockroach, 
probably from tropical regions, which started to spread in 
North America. This much rarer species grows to the size of 
donkey and poses much more of a threat even when 
encountered alone. To create such a Giant Radroach best 
apply the Alpha and Giant variant templates in any 
combination to the normal Radroach as you see fit. 


Radroach 


> This variant represents an average mature specimen of the 
common Radroach, which can be encountered basically 
anywhere in the wastes. They often appear in large numbers 
and are often accompanied by Alphas or Young of their 
species, as well as normal sized cockroaches. 


Stats: ST 3, PE 6, EN 8, CH 1, IN- , AG 7, LU 5, CO 5; 
Run 21m, Leap 5m, Climb 11m, 
Carry 11kg, Lift 15kg 


= Injury: Run 21т/21т/11т, Leap 5m/5m/3m, 


Climb 11m/11m/6m, 
Lift 15kg/15kg/8kg 
INI: 1910 + 13 
АР: 6 


> Injury: INI 1010 + 13/11/10 
АР 6/4/2 | AP loss т combat: (-0)/(-2)/(-2) 
Skills: ST:  Climbing8 
AG: Athletics 2, Brawl 3, Dodge & Escape 6, 
Sneak 6 
PE: Awareness 6 
œ Injury: all checks -0/-2/-3 


(normal Radroach) 


Traits: Small (Hit Rolls against Radroaches suffer a -4 penalty. 


They have their Run Speed multiplier reduced by 1m. They 
also have their Carry Weight multiplier reduced by 3kg, as 
well as their Lift modifier by 15kg. They only need % the 
amount of food and water a human needs.) 

Fast (Roaches are fast, and so are Radroaches. Add +1т to 
their Run Speed multiplier.) 

Mindless (A Radroach's actions are not driven by any 
intellect but purely by instinct. It has no IN score and 
cannot make IN-based checks. It is not subject to any 
effect or action that affects the mind or the brain. 
Calculations which include IN are made with a value of 1.) 


Almost Painless (Radroaches have a dampened sense of 
pain and it affects them not as much as other creatures. 
Always reduce wound penalties by one level. Also any 
check or save triggered by pain has a +4 bonus.) 


Stable (Due to their anatomy Radroaches cannot be 
tripped as easily as humans, for example. They gain a +5 
bonus to any check to avoid being knocked back or prone. 
A drawback is however that they also cannot jump as good 

as other creatures can, but they are able to compensate 

for this with their rudimentary wings. Thus the 
divider of their Leap distance is not increased!) 


Multiple Legs (For Radroaches have 6 legs, crippling or 
destroying one leg doesn’t keep them from walking. All 
legs on one side have to be crippled and/or destroyed to 
keep them from moving. When you cripple or destroy a hit 
location consisting of multiple limbs only one of these 
limbs is crippled or destroyed!) 

Climbing (Radroaches are able to climb on almost any 
surface at % their Run speed, due to their adhesive feet. 
They do not need to use their Climbing skill, but their skill 
value can be used for opposed checks or other situations.) 


Perks:  — 
Special: – 


Total EV: 0 
Armor: Average SP 3h 


1: Head 3h (3h natural) 

2-4: Body 4h (4h natural) 

5: LeftForeleg 3h (3h natural) 

6: Right Foreleg 3h (3h natural) 

7-8: LeftHindlegs 3h (3h natural) 

9-10: Right Hindlegs 3h (3h natural) 
BTM: -X 
Save: 6 


Resist: Radiation 10 
Immune: (Mind affecting effects) 


Attacks: Bite: Туре В, Ranges 1m (close combat), 
Shots—, RoF—, Acc. +1, Rel. VR, Соп.-, 
Attack 11 +1910, DMG 1d4-1 
Notes Bladed weapon. 


Injury: Hit Rolls -0/-2/-3 


Possess.: usually none 
Notes: — 


(Giant Radroach) 


"E larger, Е 


be ‚ Despite this, various antidotes 


ef : 
om oe stronger venom. 


Id at high prices, depending on 
1 they are from. To acquire the gland of 
x including 1 ‘dose of the venom) the 
S cessful Outdoorsman check (Diff: 20) 
check (Diff. 25). И the check fails by 5 
1 ту ain. | the check fails by more than 5 
Ж апа їһе poison is wasted. On a botch, 
tunate Wastelander poisons himself! 
dscorpions are quite small and weak, 
for with UM venom. Even if the stinger 
Is О damage due t strength or natural 
m is still injected so | s there is no armor 
оду part hit. Мп addition, soft natural armor 


: id natural armor protects from their venom! 


> This is the most common variety of Radscorpions. For some 
"reason Radscorpions ‘mutate more frequently than most 

i other animals and some variations are much more common 
E , among them. The terrifying Giant and Albino mutations (3 
ў LA see Common Variants & Mutations) are most common, but 
| а .' glowing Radscorions have also been reported. Generally their 
size ranges from that of a small dog to the size of a Corvega. 
А Also the venomous predators can react quite differently, 
^ “some are much more cautious than others. It's also. not 
| ' uncommon to see one back off, only to be joined by another 
og “апа charge in again. In fact, they seem to operate in pairs or 
| x ГЕ» quite often. 
зи The variant ае Бей. below has about the 

size of a large dog and represents an 


$ average adult Radscorpion as it is 

| hy : found most commonly. For Giant, 
b ох, Albino or smaller Radscorpions 
же iN apply the respective mutation 

ў j templates or the Young variant 


described under Common Variants 
& Mutations. 


3 Stats: ST 4;PE5, EN 7, CH 1, IN- , AG 7, LU 5, CO 6; 


not pr tect from a scorpion 5 long and sharp stinger, 


. Run 14m, Leap 1m, Climb 7m, 


Carry 13kg, Lift 20kg 
= Injury: Run 14m/7m/5m, Leap 1m/1m/1m, 


Climb 7m/4m/2m, 
Lift 20kg/10kg/7kg 
INI: 1d10 + 12 
AP: 8 


> Injury: INI 1410 + 10/9/7 
AP 6/4/2 | AP loss in combat: (-2)/(-2)/(-2) 


Skills: ST: Climbing 6 
AG: Athletics 5, Brawl 5, Dodge & Escape 6, 
Sneak 4 
PE:  Awareness4 


© Injury: all checks -2/-3/-5 


Traits: Small (Hit Rolls against Radscorpions suffer а -4 penalty. 
They have their Run Speed multiplier reduced by 1m. They 
also have their Carry Weight multiplier reduced by 3kg, as 
well as their Lift modifier by 15kg. They only need % the 
amount of food and water a human needs.) 

Climbing (Radscorpions are able to climb on rough 
surfaces at % their Run speed, due to their clawed feet. 
They cannot however climb overhead. They do not need 
to use their Climbing skill, but their skill value can be used 
for opposed checks or other situations.) 

Mindless (A Radscorpion's actions are not driven by any 
intellect but purely by instinct. It has no IN score and 
cannot make IN-based checks. It is not subject to any 
effect or action that affects the mind or the brain. 
Calculations which include IN are made with a value of 1.) 

Instinct (Radscorpions are ruthless predators. What they 
lack in combat overview and tactics they make up for with 
instinct. Calculate their AP as if they had an IN score of 5!) 

Stable (Due to their anatomy Radscorpions cannot be 
tripped as easily as humans, for example. They gain a +5 
bonus to any check to avoid being knocked back or prone. 
A drawback is however that they also cannot jump as good 
as other creatures can. The divider of their Leap distance 
is increased by 6!) 

Multiple Legs (For Radscorpions have 8 legs, crippling or 
destroying one leg doesn't keep them from walking. АП 
legs on one side have to be crippled and/or destroyed to 
keep them from moving. When you cripple or destroy a hit 
location consisting of multiple limbs only one of these 
limbs is crippled or destroyed!) 


Perks: — 


Special: Multiattack (Scorpions have multiple natural weapons 
and use them with natural ease. They always have one 
additional action to attack with one of their claws, but this 
action cannot be converted to multiple actions. 


Total EV: 0 
Armor: Average SP 5h 
1: Tail 4h (4h natural) 
2-4: Torso 5h (5h natural) 
5-6: Left Claw 6h (6h natural) 
7-8: RightClaw 6h (6h natural) 
9: LeftLegs 4h (4h natural) 
10: Right Legs 4h (4h natural) 
BTM: -2 
Save: 6 
Resist: ^ Radiation 15 
Immune: (Mind affecting effects) 


MS 


Attacks; Stinger: Type 8 Range 1m (close combat), 
Shots –, RoF - , Асс. +1, Rel. VR, Соп.-, 
у Attack 13 +4910 (grapple: +3), DMG d6+4 (+ v.) 
Notes Piercing weapon; venom: strong pain for 12 
hours (-4 to all actions, Death Save -2 on injection 
, to resist), soft armor does not protect from the 
stinger injecting the scorpion's venom; when 
grappling a foe with one of their claws, 
$ Radscorpions gain +3 to attack with their stinger. 
Claw: Type B, Range 1m (close combat), 
: Shots —, RoF—, Acc. +1, Rel. VR, Соп.-, 
Attack 13 +1d10, DMG 1d4+2 
Notes Blunt (crushing) weapon. 


Injury: Hit Rolls -2/-3/-5 


Possess.: usually none 


Notes: Scorpions are arachnids and therefore lack a head 
and the réspective hit location. Any rules affecting the 
head cannot apply to Radscorpions. Instead you can 

с attack their tail including their stinger. The tail is 
handled like any other limb including crippling and 
destruction rules. 

' & 
Bark Scorpion = 


> Bark Scorpions are a genus of Radscorpion, which, as their 
name implies, are mutated from North American Arizona 
bark scorpions or a similar species. They are easily identifiable 
by their light, yellow-brown carapace; their smaller 
claws and their much more potent venom. 
They are also much smaller than the 
common Radscorpion, about the size of a 
cat. 


Bark Scorpions usually do not 
approach an enemy but tend to 


attack from hiding. Bark 
Scorpions often blend іп 
perfectly into their 


surroundings and 4 
may be mistaken ^, 
for parts of 
rocks or, or 
course, bark. 
Bark Scorpions do 

not get along with their larger cousins and are frequently 
preyed upon by them. Also the mutations common among 
Radscorpions are rarely seen in Bark Scorpions. 
` Stats: ST 2, PE 7, EN A, CH 1, IN—, AG 8, LU 5, CO 3; 
Run 16m, Leap 2m, Climb 16m, 
Carry 9kg, Lift 10kg 
Injury: Run 16m/8m/5m, Leap 2m/1m/1m, 

Climb 16m/8m/5m, 

Lift 10kg/5kg/3kg 


1d10 + 15 

te AP: 8 

> Injury: INI 1410 + 13/12/10 

AP 6/4/2 | AP loss in combat: (-2)/(-2)/(-2) 


Skills: ST: Climbing 8 
AG: Athletics 5, Brawl 5, Dodge & Escape 7, 
Sneak 8 


PE: Awareness 6 
> Injury: all checks -2/-3/-5 


Small (Hit Rolls against Bark Scorpions suffer а -4 penalty. _ 
They have their Run Speed multiplier reduced by 1m. They Ж 
also have their Carry Weight multiplier reduced Бу 3kg, as 
well as their Lift modifier by 15kg. They only need % the 
amount of food and water a human needs.) 


Climbing (Bark Scorpions are able to climb on rough 
surfaces at their full Run speed, due to their clawed feet. 
They cannot however climb overhead. They do not need 
to use their Climbing skill, but their skill value can be used 
for opposed checks or other situations.) 


Traits: 


Mindless (A Bark Scorpion's actions are not driven by any 
intellect but purely by instinct. It has no IN score and 
cannot make IN-based checks. It is not subject to any 
effect or action that affects the mind or the brain. 
Calculations which include IN are made with a value of 1.) 

Instinct (Bark Scorpions are ruthless predators. What they 
lack in combat overview and tactics they make up for with 
instinct. Calculate their AP as if they had an IN score of 5!) 

Stable (Due to their anatomy Bark Scorpions cannot be 
tripped as easily as humans, for example. They gain a *5 
bonus to any check to avoid being knocked back or prone. 
They cannot jump as well as other creatures but they still 
jump short distances to attack their prey. Their Jump 
distance divider is increased by 4!) 

Multiple Legs (For Bark Scorpions have 8 legs, crippling 
or destroying one leg doesn't keep them from walking. All 
legs on one side have to be crippled and/or destroyed to 
keep them from moving. Damaging multiple limbs is 
cripples or destroys only one of these limbs!) 

Perks: - 


Special: - 


Total EV: 0 | 
Armor: Average SP 2h 
1: Tail 2h (2h natural) 
4: Torso 3h (3h natural) j 

5: LeftClaw 2h (2h natural) | 
6: Right Claw 2h (2h natural) 1 
8: LeftLegs 2h (2h natural) ! 
Right Legs 2h (2h natural) | 
ВТМ: -1 | 
Save: 3 

Resist: Radiation 15 і 
Immune: (Mind affecting effects) | 


Attacks: Stinger: Туре B, Range 1m (close combat), i 
Shots —, RoF —, Асс. +1, Rel. VR, Соп.-, : 
Attack 14 +410 (grapple: +3), DMG d4+0 (+ v.) 
Notes Piercing weapon; venom: very strong pain 
for 24h (-6 to all actions, Save -4 on injection to 
resist) and 2 poison dmg per hour (don't reduce 
by BTM but by Poison Resist), soft armor does not 
protect from the stinger injecting the venom; | 
when grappling a foe with one of their claws, 
Radscorpions gain +3 to attack with their stinger. ; 
Claw: Type B, Range 1m (close combat), 
Shots –, RoF- , Acc. +1, Rel. VR, Соп. – , 
Attack 13 +1910, DMG 1d4+2 
Notes Blunt and piercing weapon. 


Injury: Hit Rolls -2/-3/-5 | 


Possess.: usually none 

Scorpions are arachnids and therefore lack a head 
and the respective hit location. Any rules affecting the 
head cannot apply to Radscorpions. Instead you can 
attack their tail including their stinger. The tail is 
handled like any other limb including crippling and 
destruction rules. 


Notes: 
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"UNGULATES PT E 


> This section aims to cover all hooved animals including the famous Brahmin, for example. Ungulates are mostly herbivore animals, 
often used as livestock to be either put to work or as a source for food and many other materials. Some mutated species, however, 
can also become more or less dangerous to humans and so, this section includes statistics for such animals as Radstags or Bighorners, 
A but you will also find information on non-combatant livestock like normal goats; as well'as on extinct species like equines. 

As mammals ungulates are relatively susceptive to mutations triggered by radiation. Strong radiation, however, kills mammals. 
rather quickly and so many species went extinct in the months and years after the war. In regions, which were only weakly irradiated 
by the bombs, mutations took root and the new, much harsher environment all animals had to cope with intensified natural selection. 
as well. And so, many species developed into larger, more aggressive versions of their former selves and certain mutations proved 


especially advantageous and became dominant not only among mammals. Giantism, two-headedness or hairless but toughened, skin 0 


with a cancerous appearance became relatively соттоп. Also some species showed the same symptoms as humans when exposed 
to radiation, becoming Ghoulish Animals (> see Ghouls). All of these mutations could have. appeared naturally, but of course nobody 
really knows how much impact the release of the Forced Evolutionary Virus into:the environment had on this development. 


Brahmin 


> Introduction Brahmin, or brahma in some regions, are 
mutated cattle, which can be found all over the post-War 
United States. Through their mutation, they've attained a 
second head, abnormal growths, eight stomach 
compartments and two hearts; twice as many as normal 
cows. Brahmin bulls are extremely rare, but they have 
four testicles and the udder of the females has grown to 
enormous size. Occasionally, a Brahmin is born with a single 
head - essentially, a regular cow. Ironically, these single- 
headed Brahmin are considered to be “mutated”. Brahmin 
serve a vital environmental niche in the Fallout world — they 
form the foundation of survival fér many species; most 
notably, humans. They also form the backbone of the New 
California Republic and other larger faction's economies! 

> Brahmin have been domesticated for many purposes; labor, 
as beasts of burden, leather, milk and of course, their meat. 
Brahmin can pull carts, old cars or plows, Brahmin droppings 
are a great fertilizer and even fuel campfires and rumor has it 


that the fumes from their feces can be used to synthesize Jet. Brahmin 
Their hide can be used to make a myriad of things: tents, > These statistics represent a mature Brahmin cow. Bulls are 
clothing, belts, saddle bags, shoes, leather armor, leather extremely гаге and much stronger, as well as more aggressive. 
jackets, or even a bizarre looking Brahmin-disguise. To create a Brahmin, bull simply apply the Alpha variant 
Brahmin meat is delicious - if only when compared to (> see Common Mutations and Variants) to the statistics of a 
other post-apocalyptic food. Although irradiated, it has female Brahmin. 1 
become a staple protein source in the post-apocalyptic diet Brahmin are calm and docile creatures unless МЕ. 
for many denizens of the Wastes. or infected with Brahmin »Madness (see below). Even if. 
Brahmin Fries are a delicacy made by deep-frying attacked they rather flee and will only attack if cornered or 
Brahmin testicles. After preparation the golf. ball sized when defending a calf. Bulls, however, tend to face attackers 
meatball-like clumps are served in a sauce made of Brahmin rather than fleeing. Brahmin attack with their horns or simply 
milk and many strong spices. trample enemies down if possible. 


Brahmin are a source of milk that is like modern day 


milk, yet terrifyingly different. It has a yellowy tint, tastes Stats: ST 9, PE 4, EN 8, CH 2, IN 1, AG 4, LU 5, CO 3; D 
жй 


strangely well and is widely available throughout the Run 28m, Leap 3m, y 
Wasteland. It can simply be drunk, but it can also be Carry 190kg, Lift 315kg и ч 
fermented. Fermented Brahmin milk is used to make the 7 n 
famous Fermented Brahmin Milk Martini. For some reason it = Injury: Run 28m/14m/9m, Leap 3m/2m/1m, : V 

is not made into cheese. A few witty outdoorsmen have Lift 315kg/158kg/105kg 3 (EC 
discovered the rad-cleansing properties of Brahmin milk INI: ATI 1410 ИЕЛ E po andan marum aN 
when it is prepared correctly and have developed a AP: A = PAN A TER 


homemade radiation remedy. The recipe is known to only a dates 

handful of people and they go to extreme lengths to keep it a > Injury: INI 1d10+ 7/6/4 

secret. They also sell it rarely since it has to be consumed AP 2/1/1 | AP loss in combat: C2) 2t al 

quickly after preparation before it coagulates and loses ‘its Skills: AG: Athletics 2; Brawl 4, Dodge & Escape a uL 

properties. The drink works equally to. unprepared Cave : у 
PE: Awareness 6 M T a 


Fungus (2 see General Equip » Consumables » Food). aet GOES 
Injury: all checks -2/-3/-5 ake 


Traits: Large (Hit Rolls against Brahmin gain à bonus of «4. They | Brahmin Madness: 
have their Run Speed multiplier increased by 2m. They Е Р " s 
algo Баел ЕЕ CAFR) Weight multiplier increased by Ske, эн is unknown whether Brahmin Madness, which causes rapid 
as well as their Lift modifier by 15kg. They need four times brain degeneration, comes from radiation poisoning, from a 
the amount of food and water a human needs.) disease or from some sort of traumatic experience, but one 
Bull's Strength (Brahmin aren't used as beasts of burden thing is for sure: Mad Brahmin have become insane and 
for no reason. Their Carry weight is doubled!) . hostile to any creature except other Brahmin. They attack 
Two-headed (Having two heads and thus two brains has anything in sight fearlessly until it appears to be dead or until 
certain advantages. As long as both heads are still alive a they are killed. Only the Animal Friend perk or a very good 
Brahmin's multiple action penalty is always reduced by disguise can protect you from being attacked. Farmers all 
| one increment. Mind affecting effects affect each head over the wastes report different things about whether the 
| separately, Also a x: cuu will not fall unconscious er die Sicknesses is contagious or not. There seem to be 
ii one oi iis ides Seip me or destroyed. A Brahmin can circumstances that make it spread among a herd, but other 
ie ШЕШ «ш © ФР UE Bur Ш опе ead E reports tell of escaped Mad Brahmin, which lived within wild 
destroyed it will rot and the resulting sepsis will slowly kill А 1 ; 
d ; : х herds without transferring the sickness to the others. 
the Brahmin unless the head is surgically removed.)# 


Unfortunately though, all Brahmin that catch Brahmin 
Madness die within a few months and nobody has found a 
cure by now. 


| Stable (Due to their anatomy Brahmin cannot be tripped 

y as easily as humans, for example. They gain a +3 bonus to 

| any check to avoid being knocked back or prone. А 
drawback is however that they also cannot jump as good 
as other creatures can. The divider of their Leap distance 
is increased by 6!) 

Multiple Legs (For Brahmin have 4 legs, crippling or 
destroying one leg doesn't keep them from walking. АП 
legs on one side have to be crippled and/or destroyed to 
keep them from moving.) 


Э To create a Mad Brahmin simply 
“add the following template to a 
in of any kind. 


Perks: Power Slam (Equals the Super Slam perk but affects the 
Brahmin’s gore and trample attacks; target rolls 1d10 + AG 
or ST vs. 1d10 + 1 per 3 dmg dealt (before reduction & 
rounded up)), on success the Brahmin knocks enemy back 
: 1m and prone (see sweep/trip attack Core Rules p.111) 
; Special: – 
j Total EV: 0 
Armor: Average SP 3s Stats: ST +2, PE -2 (min. 2), EN +2, IN- ; 
- 1: : Head 3s (3s natural) Recalculate Carry & Lift! 
2: Head 3s (3s natural) ^ Ini Regalculate Lift values! + Almost Painless trait! 
. Recaiculate Lift values! most Fainiess trait! 
3-6: Torso 3s (3s natural) сигу: iequicurgte YC MOINES EA SE eee 
7: Left Foreleg 35 (3s natural) INI: (-2) 
8: Right Foreleg 3s (3s natural) AP: (recalculate, + Madness Trait!) 
9: Left Hindleg 35 (3s natural) œ Injury: => INI (recalculate INI values on injury) 
10: Right Hindleg 3s (3s natural) AP (recalculate AP loss on injury) 
BTM: -3 + Almost Painless trait! 
Save: 2 Traits: add Mindless (A Mad Brahmin's actions are not driven by 
Resist: z any intellect but purely by madness. It has no IN score and 
Immune: — cannot make IN-based checks. It is not subject to any 
a effect or action that affects the mind or the brain. 
Attacks: Gore: Type B, Range 1m (close combat), Calculations which include IN are made with a value of 1.) 
Shots - , RoF—, Acc. +1, Rel. VR, Соп.-, add Madness (Mad Brahmin enter combat senselessly. 
Attack 9 +1d10, DMG 1d6+6 What they lack in combat overview and tactics they make 
Notes Piercing weapon; Power Slam Perk. up for with rage. Calculate their AP as if they had an IN 
Trample: Type B, Range 1m (close combat), score of 8!)) 
Shots –, RoF- , Асс. -1, Rel. VR, Соп. –, add Fearless (Mad Brahmin are completely fearless. They 
Attack 7 +1910, DMG 1910+9 do not suffer penalties on Coolness checks and cannot fail 
Notes Blunt weapon; Power Slam Perk; equals one any check or roll to avoid panic or fear. On sightsthey 
action (no multiple action penalty), combines attack anything without restraint or any regard to danger 
mend RIO по е than BIBIT or pain. (Creatures that are Painless and Fearless don't 
straight line, make one attack against every suffer continuous dmg penalties.) 
creature of large or smaller size within path of add Almost Painless (Mad Brahmin have a dampened 
movement after 5" meter! sense of pain and it affects them not as much as other 
; АТР к . Always reduce wound penalties by one level. 
= : Hit Rolls -2/-3/-5 creatures 
` О ROMS ON Sa ДР ЧЕТ c es Also any check or save they make triggered by pain has a 
Possess.: usually none. For Pack Brahimin or Brahmin Carts roll +4 bonus to succeed.) 
on random item generation table as many times as BTM: (see table) \ 


* seems appropriate or simply determine the loot. 


р 2 
Notes: – Ld (+2) 


Immune: add (Mind affecting effects) 


Attacks: (recalculate attacks damage due to modified ST) 


то ae ae Р т MUN ЗАЧЕТУ ER ОРЕ 


" FERAL GHOULS AND FERAL GHOUL VARIANTS 


Feral ghouls (also known as mindless zombies, just zombies, ghoul crazies, feral necrotic 
post-humans or simply Ferals) are ghouls that have lost their ability to reason and have 
become aggressive. This has caused much discrimination toward other ghouls which have Light Sensitivity 
retained their mental faculties by human wastelanders. 

The brain structure of a feral ghoul indicates that the regenerative ability of the Canon lore suggests that 
neurological system that-affords "normal" necrotic post-humans their longevity does not Ferals do not fear or even _ 
extend into the higher reasoning functions of the brain itself. This condition is referred to as avoid light. Several examples 
"ferocious post-necrotic dystrophy". Despite the apparent lack of the higher reasoning they seemingly prove this, but 
once had as humans, some are capable of semi-intelligible speech. As the reasoning and never really explain why 
critical thinking portions of a ghoul's brain deteriorate, the ghoul subject becomes increasingly Ferals seek dark places. The 
hostile, giving in to a carnal need to feed. games obviously use Ferals as 

Ferals come in as many varieties as there were different humans to become them. a horror element since they 
Therefore they cannot all be considered as equal. Especially their behavior varies much from strongly resemble zombies 
individual to individual. Some were reported to be calm, almost passive or even catatonic, but and similar creatures in other 
most are describes as mindless beasts which only desire is to rip your skin from your skull. works of fiction. Putting them 
Others, however, were described as surprisingly determined in their actions, sometimes into dark and gloomy 
looking for something, or with similar single-minded behavior. Common behavior structures environments simply supports 
are discernable though. Probably due to their sensitivity to light, feral ghouls often cluster this atmospheric element 
together in dark, cool environments, like sub-basement-levels or underground areas, only further. But to create more 
occasionally leaving their normal hunting grounds during night time or on gloomy days, consistency their description 
especially when it rains, since they are drawn to radiation sources. Generally, Ferals of all presented here breaks with 
types will wander from place to place, stopping at fallen prey to feed, but especially canon lore. The following 
“Roamers”, which seem to have lost their light sensitivity do so frequently. All Ferals will rules for Ghouls include light 
immediately attack any and all non-ghoul creatures they come across, as soon as they sensitivity, but there will be a 
succumbed to the condition that gives them their name. Feral ghouls are not very smart but common variant of Ferals 
the fact that they seem to move in packs and stay near irradiated areas shows that they have called — "Roamers", which 
some form of intelligence. However, this may simply be a form of survival instinct. Ferals have adapted to the light and thus 
also been shown to possess a sense of self-preservation as in one occasion it has been tend to wander more, hence 
reported that they have actively fled a Brotherhood of Steel onslaught. In the same locale, a the name, even in broad 
cluster of Ferals were kept relatively docile when fed regularly. Otherwise, they always attack daylight. Another explanation, 
aggressively without regard to personal injury. why Ferals would ignore their 
Ghoulification is a process that most people know very little of, let alone understand, light sensitivity is, that their 
although it is relatively simple when it comes to game terms. Every human or animal, which urge for radiation is just much 
the Ghoulish Animal template is applicable to, has a 596 chance to turn into a ghoul instead of stronger than their aversion 
dying when irradiated beyond 1000 Rads. Ghouls which are irradiated beyond 1000 Rads for bright light. 
again have a 30% chance to turn into a Feral Ghoul. The biological process however remains а 
mystery to most people. It is theorized that a certain genetic disposition is needed, which dwarves for example do not possess, and 
that the process is induced by an overreaction of the immune system. The immune system seems to try and destroy cells affected by 


Ferals and 


-radiation while saving the rest. The immune response seems to manage to cut off affected cells from the rest the body, killing them, 


Which would also explain a ghoul's appearance, and slows down all remaining tissue to be able to repair any further damage from 
radiation in time before these cells mutate as well. This causes a general drop.of the person's metabolization processes and seems to 
work like a "vaccine" against further radiation damage. + 

As soon as the ghoul becomes irradiated above 1000 Rads-again, or if he stays irradiated above 1000 Rads for more than a 
week, he will still die he doesn't become a feral. This process is seen much more frequently than ghoulification itself. The same 
immune response responsible for the first transformation is jumpstarted again and the ghoul's metabolism collapses almost 
completely! It remains unclear though, exactly what precipitates their change in neurobiology and psychology, but anecdotal 
evidence seems to indicate that non-social ghouls, or those in isolation, are more prone to develop aggressive tendencies. All Ferals 
however suffer from heavy brain damage from the shutdown of their metabolism, since the brain seems to function normally with 
non-feral ghouls. Even when docile before, aggression towards all non-Ferals is almost certain when Ferals cluster and become 
affected by other Feral's social dynamics. 
Feral Ghouls have a very special relationship to radiation. They are basically immune to radiation and radiation damage and do not 
suffer from-radiation poisoning. Also they cannot die from irradiation. Actually radiation bolsters their remaining metabolism so they 
heal faster when exposed to a source of radiation of medium strength or stronger. If exposed to such a source they heal non-lethal 
damage within minutes instead of hours and lethal damage within hours instead of days. Of course they do not regenerate severed 
limbs, nor does that kind of healing remove crippling. It only closes wounds and restores hit points. In addition Radiation Damage 
heals them instantly by the same amount it would damage a normal creature! 


ч , Feral Ghoul Types v 
Stats: ST 6, РЕ5, EN 7, СН 2, IN 1, Аб 6, LU 5, CO 7; 


** > Feral Ghouls appear in a number of different basic types, but Run 18m, Leap 5m, | 
t ~ Variants of these types also exist which are presented later in Carry 35kg, Lift 120kg | 

"this. chapter in the form of templates. The ghoul types реу 3 
^X^. *. Adescribed below represent the average specimen of the ` = Injury: Run'18m/9m/6m, Leap 5m/3m/2m, 

ч) . respective type and differ in origin, strength and abilities Lift 120kg/60kg/40kg* — 
EN. ear A AT. INE — 1910+11 
A! us In general, when’ different types of Ferals cluster. AP: 6 i a 
t together they develop a form of hierarchy, simply because  : Му, Ув 
М the weaker ones will not challenge the stronger ones when i A Injury: INI 1410 + 9/8/6 x 
н comes to conflicts among them, but it does not go any АР 4/2/1 | AP loss in combat: (-2)/(-2)/(-2) © 


PaE АЧМ ү: p. Skills; AG: Athletics 3, Brawl 5, Dodge & Escape 4 
For your game, the different types of Ferals serve as 5 
PE: Awareness 5 


enemies of different power levels and can also serve, te ‘ 
specific. function, since they have certain special abilities all Injury: all checks -2/- 3/-5 
affecting combat in a different way. 


Traits: Slow Metabolism: (A Feral needs only 10% of the food 


` ей and water a human needs.) 
FeralGhoul: ` : * i Radiation Affinity (Ferals are drawn to radiation as well 
é Hu as healed by it (non-lethal dmg within minutes, lethal dmg 
> This type represents the basic Feral Ghoul, without any : within hours, radiation damage heals the ghoul instead.)) 

‘special abilities, how it appears shortly after transformation: — Ferocity (Feral Ghouls are not fearless but cannot suffer 

This type is therefore the most likely to have any brain У Coolness penalties from fear or рат.) 
function left. The further this type develops, the more ` . Light Sensitivity (Feral Ghouls avoid bright light if they 
aggressive they usually become, especially when they cluster i can. They do not fear it, but it is uncomfortable to them in 
with other ghouls. Also some of them develop special abilities some way. Due to the dark environments they usually 
and become one of the other types, depending on what у == ~ inhabit they adapt to darkness quickly. Thus they do not 
happens to them after or during their transformation. ; А suffer from dark condition penalties, but instead suffer the 


same penalties in bright conditions. They also suffer а -2 
penalty on all checks against blindness by light.) 


са Perks: ~ Toughness (A mortal hit deals only half damage.) 
| Ѕресіа 2d 
Total EVO - 
Armor: Average SP 3s 
Е. 1: Head 15. (15 natural) 
| 274 Torso 3s. (3s natural) 


3s. (35 алар 
3s. (3s natural) 


Resist: ^ Poison 10 
Immune: Radiation (rio penalties whatsoever) ` : 


і Attacks ‚Чат: Туре B, Range 1m (close combat), | 
A 28 Shots –, RoF- , Асс. +0, Rel. V 
X Attack 11 + 1910, DMG 106+3 ^ 

Notes blunt 'eapon 


Шы; Injury: Hit Rolls -2/-3/-5 — 


Possess.: usually none 7 


Notes: - ] iE ov 
PN м € S A `y ? N , 21 + з +; > 


Aa. 


> Glowing Ones are Ferals, which literally consumed an 

"a unearthly amount of radiation, which was either causing 

their transformation, or which happened thereafter. Having 

absorbed a huge amount of it and they can release it to heal 

other ghouls. Their irradiated skin is a pale translucent green 
that continually produces a soft glow. 

In battle, they sometimes release a massive burst of 


, radiation, severely injuring and irradiating enemies and 

healing any other nearby feral ghouls and themselves. How 

4 they do this is one of the biggest mysteries to ghoul 

Ee. physicians and scientists. Glowing ones also emit radiation 

~~ involuntarily, so being in close proximity to a Glowing One is 
4 dangerous even after their death! 


Stats: 
А” Run 18m, Leap 5m, 
| Carry 40kg, Lift 140kg 


ST 7, PE 6, EN 8, CH 3, IN 1, AG 6, LU 5, CO 8; 


Injury: Run 18m/9m/6m, Leap 5m/3m/2m, 


Lift 140kg/70kg/47kg 
INI: 1910 + 12 
АР: 7 


> Injury: INI 1d10 + 10/9/7 
AP 5/3/2 | AP loss in combat: (-2)/(-2)/(-2) 


Skills: ^ AG: Athletics 4, Brawl 6, Dodge & Escape 6 
PE: Awareness 6 


> Injury: all checks -2/-3/-5 


Traits: | Slow Metabolism (A Feral needs only 10% of the food 


and water a human needs.) 

Radiation Affinity (Ferals are drawn to radiation as well 
as healed by it (non-lethal dmg within minutes, lethal dmg 
within hours, radiation damage heals the ghoul instead.)) 


Injury: Hit Rolls -2/-3/-5 1 


А \ 
Ferocity (Feral Ghouls are not fearless but cannot suffer 
Coolness penalties from fear or pain.) г 


Light Sensitivity (Feral Ghouls avoid bright light if they — 
can. They do not fear it, but it is uncomfortable to them in 
some way. Due to the dark environments they usually ` 
inhabit they adapt to darkness quickly. Thus they do not — 
suffer from dark condition penalties, but instead suffer the 
same penalties in bright conditions. They also suffer a -2 
penalty on all checks against blindness by light.) 


LAM 

Inner Glow (Glowing Ones emit radiation like a Strong 

radiation source with a range of 6 meters. They even 

continue to radiate like this after their death for about a 

year! «Glowing ones are also affected by their own 
radiation.) 


Perks: Toughness (A mortal hit deals only half damage.) 


Special: Radiation Burst (Glowing Ones have the ability to 
release a part of their radiation in a burst around them as 
an action taking one full round. The burst has a radius of 
about 6 meters and causes a radiation spike to Extreme 
strength for 1 round. In addition it deals 2d6 radiation 
damage to everyone within the radius. Immediately on 
death a Glowing One releases such a burst once more 
involuntarily.) 


Total EV: 0 


Armor: AverageSP 4s 
1: Head 4S (45 natural) 
2-4: Torso 4s (4s natural) 
5: Left Arm 45 (4s natural) 
6: Right Arm 4s (45 natural) 
7-8: Left Leg 45 (45 natural) 
9-10: RightLeg 45 (4s natural) 
BTM: -3 
Save: 8 
Resist: Poison 10 


Immune: Radiation (no penalties whatsoever) 


Shots—, RoF- , Асс. +0, Rel. VR, Con.—, 
Attack 12 + 1910, DMG 1d6+3 
Notes blunt weapon 


Radiation Burst: (see Special Abilities) | 


[ 

lu hi Elend Ге. ш чыш nude. ul F 
Attacks: Slam: Type B, Range 1m (close combat), i 
| 
| 


Possess.: usually none 
Notes: – 


Feral Ghoul Reaver Traits: Slow Metabolism (A Feral needs only 1096 of the food 
and water a human needs.) 

Radiation Affinity (Ferals are drawn to radiation as well 
as healed by it (non-lethal dmg within minutes, lethal dmg 
within hours, radiation damage heals the ghoul instead.)) 

Ferocity (Feral Ghouls are not fearless but cannot suffer 
Coolness penalties from fear or pain.) 

Light Sensitivity (Feral Ghouls avoid bright light if they 
can. They do not fear it, but it is uncomfortable to them in 
some way. Due to the dark environments they usually 


Э Reavers are probably the most dreaded of the Feral Ghouls. 
They are very aggressive and territorial beings, which actively 
defend their home, decidedly attacking anything that enters 
their usually quite large territory. Only other Ferals will be 
tolerated within their territorial bounds. 

Only few people understand how Reavers come into 
being or how they think. Sometimes Feral Ghouls begin to 
seek for highly irradiated areas, mostly because they were 


injured. Some find old reactors or bombs that did not explode. inhabit they adapt to darkness quickly. Thus they do not 
These usually become Glowing Ones. Other Ferals, however, suffer from dark condition penalties, but instead suffer the 
find areas of extreme radiation concentrated in toxic sludge same penalties in bright conditions. They also suffer a -2 
or similar highly active chemical waste. They immerge penalty on all checks against blindness by light.) 

themselves into the waste for weeks, until their flesh appears Radioactive Flesh (Reavers emit radiation like a Strong 


radiation source, but only to a range of a few centimeters. 
Touching them for a full round or longer, however, like 
when grappling with them, will affect the touching 
creature with their radiation.) 

Perks: Toughness (A mortal hit deals only half damage.) 

Power Slam (Equals the Super Slam perk but affects the 

ghoul’s slam attack; target rolls 1d10 + AG or ST vs. 1d10 
+ 1 per 3 dmg dealt (before any reduction & rounded up)), 
on success the ghoul knocks enemy back 1m and prone 
(3 see sweep/trip attack Core Rules p.111) 

Special: Regeneration (A Reaver’s cancerous flesh regenerates 
wounds or and even crippled limbs quickly. A Reaver 


to be melted and even bubbling, as 
if being "cooked" Бу the 
radiation they have absorbed. 
Healed and transformed by it, 
Reavers become somehow 
addicted to their toxic 
sludge and defend it at 
all costs. 

Basically, under 
certain, yet unknown 
circumstances, when 


Ferals immerge regenerates one lethal and one non-lethal damage per 
themselves into round. Crippled hit locations start to regenerate after the 
radioactive and ghoul has regenerated to full hit points again, which takes 


toxic waste, their 10 minutes per crippled body part.) 


flesh becomes a 
cancerous mass of 
gore, which regenerates 
quickly, but develops 


Total EV: 0 
Armor: Average SP 6s 
1: Head 55 (5s natural) 


, 2-4: Torso 7S (7s natural) 
gruesome deformations. 
However, their 5: LeftArm 5s (5snatural) 
regenerative abilities 6: Right Arm 5s (5s natural) 
allow them to pull 7-8: Left Leg 55 (5s natural) 
chunks of 9-10: RightLeg 5s (5s natural) 
radioactive gore BTM: -3 
from their guts and Save: 9 
hurl it with deadly Resist: Poison 10 
шу Immune: Radiation (no penalties whatsoever) 
Attacks: Slam: Type B, Range 1m (close combat), 
Shots –, RoF- , Acc. +0, Rel. VR, Соп. – , 
Attack 14 + 1d10, DMG 1d644 
Notes blunt weapon; Power Slam Perk 
Hurl Gore: Type T, Ranges 10m / 20m / 40m / 80m, 
Shots (5), RoF 1, Acc. +1, Rel. VR, Соп. =, 
Attack 15 + 1d10, DMG 2d6+5 + 2d6 RadDmg 
Stats: ST 8, PE 7, EN 9, CH 1, IN 2, AG 7, LU 5, CO 10; * 2 RadDmg in a 1m radius (area damage)! 
Run 21m, Leap 5m, Notes blunt weapon, targeted attack (damages 


reduced by hit location's SP & RR); there is enough 
body mass growing back for this attack to be used 


Carry 45kg, Lift 160kg 


œ Injury: Run 21m/11m/7m, Leap 5m/3m/2m, up to 5 times per day without damage to the ghoul. 

Lift 160kg/80kg/53kg If necessary, however, the Reaver may take 1d6 

—— س‎ points of irreducible dmg to use the attack an 

INI: 1d10 +14 additional time; when the gore hits something it not 

AP: 9 only splatters everywhere in a 1m radius (area 

x effect (=> can be dodged)), but also sticks to the 

œ Injury: INI 1d10 + 12/11/9 object or creature and affects it like a Medium 

AP 7/5/3 | AP loss in combat: (-2)/(-2)/(-2) radiation source until washed off. Also the radiation 

3 Е ж. - - T is only reduced by the hit location’s RR, just like the 
Skills: AG: Athletics 5, Brawl 7, Dodge & Escape 7, radiation damage of the initial attack! 

Sneak 2, Throwing 7 > Injury: Hit Rolls -2/-3/-5 


PE: Awareness 7 НЕ о 


" Possess.: usually none 
2 Injury: all checks -2/-3/-5 Mates o6 


FéralGhoul Stalker 


>> Рог an unknown reason some Ferals focus on more 

predatory behavior than on mindless onslaught when 

hunting their prey. Maybe it is their lack of body strength that 

encourages this kind of approach, but their abilities to sneak 

up on their prey makes them no less dangerous and often 
even more fearsome! 

This type of ghoul can push the horror people feel in 

their gloomy lairs to a maximum. Their behavior to not attack 

* anything they see right away but stalk it and withdraw if 


spotted, waiting in the darkness to find the right moment to. 


jump their prey from behind might be instinct driven, but lets 
them appear much more intelligent, which makes their 
presence no less eerie. Sometimes they even hide between 
bodies or rubble pretending to be dead just to be jumping 
into the face of anyone who approaches them close enough! 
Stalkers also behave differently in combat. They often 
only attack when they can get their target unaware of the 


attack or if cornered. In combat they are no less ferocious as: 


their normal kin, but if they cannot kill their victim quickly 
enough and are forced into combat for too long, they tend to 
withdraw and find another opportunity to attack from 
behind! Also, since their behavior is based on stealth, they 
avoid open spaces and light much more than the average 
feral ghoul, which intensifies their light sensitivity. 


—Perks: 


= 


Stats: ST 3, PE 8, EN 4, CH 3, IN 2, AG 8, LU 5, CO 5; 
Run 24m, Leap 6m, 
Carry 20kg, Lift 60kg à * 

> Injury: Run 24m/12m/8m, Leap 6m/3m/2m, 
Lift 60kg/30kg/20kg : 

INI: 1d10 + 16 

AP: 8 


© Injury: INI 1910 + 14/13/11 
AP 6/4/2 | AP loss in combat: (-2)/(-2)/(-2) 
Skills: AG: Athletics 5, Brawl 5, Dodge & Escape 6, 
Sneak 7 (+3 when playing dead (Deviousness) 
PE: Awareness 8 
CO: Deviousness 6 — 
Injury: all checks -2/-3/-5 ч 


—— 


Slow Metabolism (А Feral needs only 10% of the food 
and water a human needs.) — 

Radiation Affinity (Ferals aredrawn to radiation as well 
as healed by it (non-lethal dmg within minutes, lethal dmg 
within hours, radiation damage heals the ghoul instead.)) 

Ferocity (Feral Ghouls are not fearless but cannot suffer 
Coolness penalties from fear or pain.) 

Strong Light Sensitivity (Stalkers avoid bright light if 
they can. They do not fear it, but they do everything to 
aVoid anything that could expose them or their position. 
They stay in the darkness for all of their existence and 
have adapted to it even better than normal Ferals. They 
do not suffer from dark condition penalties and penalties 
from total blindness (or darkness) are halved. Instead 
suffer double the dark condition penalties in bright 
conditions and they need at least 2 full rounds to adapt to 
bright light, during which they are completely blind. They 
also suffer a -4 penalty on all checks against.blindness by 
light.) PE 

Toughness (A mortal hit deals only half damage.) 

Special: – 


Total EV: 0 
Armor: Average SP 3s н 
1: Неаа 1s (1s natural) 
4: Torso 3$ (3s natural) > 
5: LeftArm 3s (3s natural) ‚ 

6: Right Arm 3s (3s natural) ний 
8: Left Leg 3s (3s natural) * 

Right Leg 35 (3s natural) 


Traits: 


BTM: -1 
Save: 4 | - 
Resist: Poison 10 
Immune: Radiation (no penalties whatever) 


Attacks: Claw: Туре В, Range 1m (close combat), 
Shots—, RoF—, Асс. +1, Rel. VR, Соп. —, 
Attack 14 + 1410, DMG 1d6+2 
Notes bladed & piercing weapon; Deviousness! 


Injury: Hit Rolls -2/-3/-5 


Possess.: usually none 
Notes: – 


Swamp Ghoul . | Stats: ST 4, PE 6, EN 5, CH 1, IN 1, AG 6, LU 5, CO 6; ® 


Э Swamp Ghouls show а strange affinity to water, which кишш Leap arm swim tn 


probably Originates from how they come into being. Ferals Carry 25kg, Lift 80kg : 
that seek out large bodies of irradiated water or whose lair Injury: Run 18m/9m/6m, Leap 5m/3m/2m, 
was flooded for some reason, adapt to this environment. Swim 12m/6m/2m; 
Usually their skin becomes pale and often overgrown with Lift 80kg/40kg/27kg 
algae or water plants. They are usually weaker than most of 

their other kin, but if they are encountered in their native INI: 1910 + 12 a 

` environment they can pose a serious threat. ; AP: 6 

Like Stalkers they do not always engage in combat right > Injury: INI 1d10 + 10/9/7 E 
away but often behave a little more carefully. They _ ғ АР 4/2/1 | AP loss in combat: (-2)/(-2)/(-2) 
sometimes tend to hide themselves if their environment — | —————— — AN. 
allows to,.but will still attack if they feel threatened or hungry. Skills: - ST: Swimming 7 . 
r AG: © Athletics 3, Brawl 5, Dodge & Escape 5, 
= m a — = Sneak 4 
5 р | PE: _ Awareness 5 
Injury: all checks -2/-3/-5 
tm * Traits: Slow Metabolism (A Feral needs only 10% of the food 


and water a human needs.) 


Radiation Affinity (Ferals are drawn to radiation as well 
as healed by it (non-lethal dmg within minutes, lethal dmg 
within hours, radiation damage heals the ghoul instead.)) 

Ferocity (Feral Ghouls are not fearless but cannot suffer 
Coolness penalties from fear or pain.) 

* Light Sensitivity (Feral Ghouls avoid bright light if they 
can. They do not fear it, but it is uncomfortable to them in 
some way. Due to the dark environments they usually 
inhabit they adapt to darkness quickly. Thus they do not 
suffer from dark condition penalties, but instead suffer the 
same penalties in bright conditions. They also suffer a -2 ' 
penalty on all checks against blindness by light.) , 

Aquatic (Due to their affinity to water Swamp Ghouls can 
move though water and mud without much hindrance. 
Their Run speed is not reduced by such conditions. Also do 
they have a Swim movement mode equal to % of their- 

АА  — Run speed and do not need to use their Swimming skill to 

move through water; but-their-skill value can be used for 

opposed checks or other situations. They can also hold 
their breath 10 times longer than a human can.) 

Perks: Toughness (A mortal hit deals only half damage.) 


Special: — 


Total EV: 0 
Armor: Average SP 3s 


1: Head 1s (1s natural) 

2-4: Torso 3$ (3s natural) 

— 5: Left Arm 35 (3s natural) 

Р 6: Right Агт 35 (3s natural) 
4 7-8: Left Leg 3S (3s natural) 


9-10: RightLeg 3s (3snatural) 
BTM: -2 
Save: 5 
Resist: Poison 15 
Immune: Radiation (no penalties whatsoever) 


Attacks: Slam: Type B, Range 1m (close combat), 
Shots –, RoF- , Acc. +0, Rel. VR, Con.- , 
Attack 11 + 1410, DMG 1d6+2 
Notes blunt weapon 

> Injury: Hit Rolls -2/-3/-5 * 


Possess.: usually none 
Notes: - 


4 


Feral Ghoul Variants 


Э All Ferals appear in a range of variants which add special 
abilities, change their behavior or bolster or weaken their 
combat ability. These variants are usually applicable to all 
types of ghouls described in the previous section and are 
meant to bring more variety to the Wasteland. 

Variants always come in the form of templates that can 
be added to any applicable creature. Which ghoul types these 
variants are applicable to will be mentioned in their 
respective descriptions. Multiple applicable templates can 
also be combined if they do not contradict each other. 

When applying a variant simply follow all entries from 
top to bottom. These are given in the same format as the 
base creatures' statistic blocks, but will only contain the 
modified entries. In some cases you will have to recalculate 
derived statistics. If there are minimums or maximums, they 
will be given behind the modification. Values given in 
brackets should be added to or subtracted from derived 
statistics and usually already contain any changes to basic 
statistics like the S.P.E.C.I.A.L. Stats, etc. For more details on 
applying templates see Common Mutations and Variants. 


Bloated Ghoul 


Э Bloated ghouls have rotted inside and their body cannot 
shed the rotten parts like it does with superficial mutated: or 
rotting tissue. Thus the decomposing flesh liberates foul 
gases, bloating the body of the ghoul and forming pustules all 
over its body. Cutting into the ghoul's flesh releases the gas 
creating a debilitating stench as well as splattering the rotten 
insides all over the place. The final blow usually causes the 
gases.to rip up the remaining body resulting in a disgusting 
explosion of gore and blood. 

The Bloated variant is applicable to all Ghoul Types. It is 
incompatible with the Withered variant. 


Stats: EN +2, CH -2 (min. 1), AG -4 (min. 1); 
Recalculate Run & Leap! 


œ Injury: Recalculate Run & Leap injury values! 
INI: (-4) 
AP: (recalculate) 
> Injury: => INI (-6)/(-Z)/(-9); 
AP (recalculate AP loss on injury) 


Special: add Bloated (This special ability has no direct combat 
effect, but supports certain other traits or special abilities. 
The bloated skin and flesh of the ghoul rips open every 
time the ghoul takes lethal & physical damage after being 
reduced by armor, resistances or BTM, forcefully releasing 
a spray of gas and decay. The rotten insides splatter in all 
directions and cover anything within a 1m radius. This also 
releases a disgusting and debilitating stench (see Stench 
special ability below). Being covered in rotten insides 
might be disgusting, but has no further special effect, 
unless the ghoul has any permanent special ability or trait 
that affects other creatures on touch range, a covered 
creature will be affected by it just as touching the ghoul. If 
the ability or trait has a greater range but would affect a 
creature on touch range as well, it affects'only the covered 
creatures. The splattered gore has no extended radius. If 
the Bloated ghoul dies from an attack that would cause a 

„ normal splatter, it instead bursts into an explosion of gore 
and rot covering everything within a radius of 3 meters. 
The splatter is an instantaneous area effect and can thus 
be dodged normally.) 


add Stench (The Stench of a Bloated ghoul isn't only 
disgusting, but can also be smelled dozens of meters in 
advance. Any creature with the ability of smell has a +5 
bonus to any check to notice a Bloated ghoul's presence. 
Every round a creature is or gets within 3m of the Bloated 
ghoul they have to succeed on a Stun Save -1 or be 
debilitated by nausea for the next round (can't take 
normal. actions (spending AP is still possible), -4 to all 
checks and to Stun Saves). A creature covered in the gore 
of a Bloated ghoul is similarly affected until it is washed off, 
but the penalty to the save rises to -2. Other creatures 
gain the same bonus to notice a covered creature or 
object. Poison resistance or protection from gases add 
their bonus to the Stun Save to avoid debilitation. 
Double any bonus or penalty and the reach of the 
Stench ability for creatures with exceptional smelling.) 


Armor: Average SP (recalculate) 


all Hit Locations: Natural Armor -1 (min. 1) 


BTM: (see table) 
Save: (+1) 


> 


Charred Ghoul 


Charred ghouls were heavily burned by fire at some point in 
the past, but survived! Their roasted skin has grown to a thick 
and tough shell of crispy scars and hardened flesh. This 
experience has made them much more resistant to pain and 
fire and their fearsome appearance can shake even the 
toughest of Wastelanders. The scarred skin makes them 
much slower than most other feral ghouls, though. 

The Charred variant is applicable to all Ghoul Types 
except the Swamp Ghoul. 
Radiation can also create Charred ghouls. Normally 
Radiation Damage heals ghouls. But this is only true for the 
still living tissue in their body. Damaged or mutated flesh that 
could not be shed quickly enough can burn if exposed to high 
amounts of radiation, creating a thick layer of burned skin 
similar to thermal burns. Despite their heritage, their abilities 
are no different to Charred ghouls created by fire. 


Stats: EN +4, CH -2 (min. 1); 


Recalculate Run & Leap (see Slow trait) | 


Tr 


aits: add Slow (The multiplier of the ghoul’s Run Speed is 
reduced by 1 meter, usually to 2 meters. Multiple 
modifications of the Run Speed modifier normally 
cumulate to a minimum of 1 meter. Also recalculate Leap 
Range based on this modification.) 


add Almost Painless (Charred ghouls already had their 
more than fair share of pain, and thus, it affects them not 
as much as other creatures. Always reduce wound 
penalties by one level. Also any check or save they make 
triggered by pain has a +4 bonus to succeed.) 


Special: add Fearsome Appearance (Every time a creature 


sees one or more Charred ghouls it has to succeéd.on a 
Coolness check (Diff. 10 +1 for every Charred ghoul 
present (max. Diff. 20)) or be shaken from fear until it 
deems itself secure from the ghoul again. If the creature 
succeeds, it is immune to this effect for 24 hours. If it fails, 
it suffers from a -2 penalty to all checks. 


Total EV: 0 
Armor: · Recalculate Average SP 


all Hit Locations: add +2 to Natural Armor and 
change armor type to Hard Armor. 


` 


ВТМ: (see table) 
Save: (+2) 


Resist: Fire5 


œ Injury: Recalculate all injury values! (+ Almost Painless) 


in © 


Gangrenous Ghoul | 4. 4 Rotten Ghoul 


> This ghoul variant is infected by some kind of disease similar > Rotten ghouls are former Gangrenous ghouls who survived 


to gangrene or leprosy, which is called Ghoul Rot. Their flesh 
looks even more necrotic than with normal ghouls or even 
other Ferals and their attacks cause dangerous infections that 
often lead to the death of anyone hit by them. Where this 
infection comes from is unknown but it slowly spreads 
А through ghoul clusters as soon as they are contaminated. 
Normally any infected ghoul dies within a few months and 
the infection might die out at this point if the ghoul did not 
infect another. In some cases though they survive and 


become Rotten ghouls (see below). As the disease progresses, 


the infected ghoul also becomes more and more aggressive. 
Some believe it is a response to the spreading pain they are 
experiencing, some say it's the diseases effect on their brain 
or their survival instinct trying to fight off whatever is 
harming them. All speculations... 

A dangerous, yet effective method to clear out places of 


feral ghouls is to add an infected one to the crowd. It takes а ~> 


long time, but eventually most Ferals will die if they are not 
spread too thin to infect themselves regularly. 

Normal ghouls can also catch Ghoul Rot, but it can still 
be healed the same way as with a human. Also, due to their 
slowed metabolism, the disease takes twice as long to show 
symptoms and to take effect. $ 

The Gangrenous variant is applicable to all Ghoul Types. 
It is incompatible with the Rotten variant. 


Stats: ST -2, EN 2, CH 2, CO -4; (all to a minimum of 1) 
Recalculate Carry & Lift! ; 


> Injury: Recalculate Lift injury values!» 


AP: (recalculate) 
= Injury: => AP (recalculate AP loss on injury) | 


Perks: add Eye for an Eye (Add reversed Stun save modifier to 
damage of any attack!) 


Special: add Infection (On every hit with the ghoul’s natural 
weapons it might confer its disease to any living creature 
it hits with its attack. First of all the attack needs to 
penetrate any armor protecting the creature, even Natural 
Armor. BTM does not protect from infection! If done so, 
the creature hit by the attack needs to succeed on an 
Endurance check (Diff. 13) or become infected. Poison 
Resistance adds its bonus to the check as normal. 

An infected person (or creature) does not 
immediately notice any effect, but after 12 hours the 
wound shows fist symptoms of infection, and after 24 
hours it is obviously infected. From this point on the 
infected suffers from a -4 penalty to CO. He also needs to 
succeed on a Death save -3 at the beginning of every day 
or temporarily lose two points of ST, EN, and CH. ST and 
CH will drop to a minimum of 1, but as soon as EN would 
drop to O or below, the infected person dies! A Doctor 
check from another person can support the process by 
granting a *1 bonus to the Death save for every point of 
the check result above 20. The person is healed as soon as 
he succeeds on three Death saves in a row! After being 
healed he recovers one point of ST, EN, CH and. CO per 


Special add Stench (The Stench of a Rotten me isn't am 


day.) vites: IF NES э, 
BTM: (see table) 
Save: (-2) 


Attacks: (add Eye for an Eye dm to all attacks’ notes; 
recalculate damage of Close Combat attacks due 
to reduced Strength.) 


their infection with Ghoul Rot. They lost a lot of their body 
tissue to the disease and are thus considerably less robust 
than normal Ferals, although the stench of their rotten flesh 
can still pose a serious problem to people with a weak 
stomach, even if it is not as bad as the stench of a Bloated 
one! | 

Basically this variant is а weaker combatant than 
normal Ferals. Much of their flesh has decomposed and 
leaves almost only rotten remains. Often they are unable to 
process food due to rotten intestines or a missing jaw, etc. 
These then wither as well, if they do not fall prey to some 
other creature. Withered and Rotten, these ghouls aré mere 
shadows of what they once were and don’t pose much of a 
threat anymore. 

The Rotten variant is applicable to all Ghoul Types. It is 
incompatible with the Gangrenous variant. 


Stats: ST -4, EN 2, CH -2; (all to a м of 1) 


Recalculate Carry & Lift! 
= Injury: Recalculate Lift injury values! 


disgusting, but can also be smelled dozens of meters in 


advance. Any creature with the ability of smell has a +3 | 
bonus to any check to notice a Rotten ghoul’s presence. ,f ~ 


Every round a creature is or gets within 3m of the Rotten 
ghoul they have.to succeed on a Stun Save -0 ог be 
debilitated by nausea for the next round (can't take 
normal actions (spending AP is still possible), -2 to all 
checks and to Stun Saves): Poison resistance or protection 
from gases add their bonus to the Stun Save to avoid 
debilitation. 

Double any bonus or penalty and the reach of the 
Stench ability for creatures with exceptional smelling. 8 


Armor: Average SP (recalculate) 


all Hit Locations: Natural Armor -2 (min. 1) 


BTM: (see table) 
Save: (-3) i | 
Resist: Poison (add +5 to existing Resistance) 


Attacks: (recalculate“damage of Close Combat attacks 


due to reduced Strength.) 


Withered Ghoul e 
> Though it isn't much, Ferals need to eat and drink. If they’ 


cannot reach or consume food or- water anymore for any 
reason, they wither. Withered ghouls appear slim and weak 
but their long deprivation of nutrition makes them fearless, · 


when they sense prey again. M. 


When Ferals can't satisfy their need for food and water, 
they first start to develop increased aggression until their - 
exhaustion rises to a point where they fall into a catatonic 
state, because their body tries to save the remaining energy. 1 
They rarely feed off other ghouls, but why they do not attack] 


E 


each other even in the face of starvation is unknown. №, 
remaining in their catatonia for too long, they start to starve =: 


and wither. Their muscle tissue dwindles and their skin dries 


out and peels back over their teeth until they appear no more É 


than skin and bones. The only thing that wakes them is-when 
they perceive anything edible, but if they do they recklessly 


attack it without hesitation! E 


The Withered variant is арыр to all Ghoul туре. d 
is ШЕ with the Bloated variant. 


INI: 


Stats: ST -4 (min. 2), PE +2, EN -4 (min. 2), CO 10; 

Recalculate Carry & Lift! 

> Injury: Recalculate Lift injury values! 

(+ consider Reckless trait!) 

(+2) 

AP: (recalculate) 

œ Injury: => INI (+0)/(-1)/(-3); (+ consider Reckless trait!) 
AP (recalculate AP loss on injury) _ 


Skills: РЕ: | Awareness +2 (to а maximum of 10) 
> Injury: all checks 2r “% 3 


p 


E 


exch E Ferit with or add Безе (Withered 
ghouls are completely fearless. They "do not suffer 
penalties on Coolness checks and cannot fail any check or 
roll to avoid panic or fear. Their hunger makes them attack 
anything they deem edible without restraint or any regard 7 
to danger or pain.) 


add Reckless (Their recklessness grants Withered ghouls 
a bonus to Close Combat attack damage of #2: Also they 
act as if they do not feel pain as much as other creatures 
do and wound penalties are always considered one level 
lower while they are in combat. Also Withered ghouls are 
still able to use their limbs when they are crippled!) | 


Traits: 


R 


А, 


Armor: Average SP (recalculate) 
all Hit Locations: -2 to Natural Armor (min. 2SP) 
BTM: (see table) 
Save: (-4) 
Immune: Fear (see Fearless trait) . 
Attacks: (recalculate damage of attācks due t to тнай 


Strength and added Reckless trait.) 
œ Injury: Hit Rolls -0/-2/-3 


oaming Ghoul 


> Roamers got their name from their behavior, but most 
people do not actually know what it originates from. All other 
types of Ferals, except maybe for Reavelsmdertarelyebother™ 
the general population, of. 1 the waste since they cluster in 
areas that a normal people- usually avoid. When they start 
wandering to seek prey and still their hunger, they are usually 


E жы with animals that also roam the nights; before they 


return-to. their irradiated basements or subway tunnels. 

M. But there are also ghouls that wander during the day, 
which makes them encounter Wastelanders much more 
frequently. These "Roamers" do not avoid light; in fact they 
lost their light sensitivity, and thus also hunt or wander even 
in bright illumination. This ghoul variant is most common in 
very sunny areas, like deserts or the southern regions, and 
those who understand their behavior, speculate that they lost 
their sensitivity to light for being forced to expose themselves 
to it for the lack of shelter or because their urge to seek out 
radiation was greater than their aversion for light. Then, as 
soon as they adapted, they started to use their expanded 
resources during the day and began roaming the Wastes 
more frequently. Roamers still cluster with normal Ferals in 
dark ог irradiated areas, but leave'their lairs more often, and ® 
due to their adaption to light they suffer the normal penalties 
in dark areas, as a human would, and thus they avoid^the 
` darkness from time to time since it dulls their senses. 7 

All Ghoul Types can'become Roamers except Stalkers. 
» 


Stats: - РЕ +2 
INI: (+2) 
АР: (recalculate) 


Injury: => INI (+0)/(-1)/(-3) 
AP (recalculate AP loss on injury) 


Traits: remove Light Sensitivity 


Trooper Ghouls 


Э Trooper ghouls or simply Troopers is a name that the 
Wastelanders have given those Ferals, who seem to have 
been some kind of mercenary, soldier or at least a well- 
equipped traveler before they became feral. There are all 
sorts of Trooper ghouls in the wastes, be it a simple ghoul 
mercenary who became irradiated once too often or even a 
former American or Chinese soldier, who still wears his 
uniform. All of them have one thing in common. They still 
wear some kind of armor or similar protection and are usually 
much more dangerous, not only because they are better 
protected from attacks but also retain some of their former 
battle prowess. 

This variant basically serves the GM as a way to make 
more dangerous ghouls or simply give them more armor or 
any equipment. When creating a Trooper ghoul you'll have to 
choose between 3 packages, adding different modifications 
to the basic ghoul type. These packages cover more or less all 
variants of Troopers from a Wastelander up to a former 
soldier. Simply choose a package and then chose the available 
options to modify the basic ghoul type you want to add the 
variation’ to. For simplicity some values like Total 
Encumbrance are generated based on modified statistics and 
won't perfectly fit the standard rules. The leftover armor that 
can be looted from the ghoul might even be in quite well 
condition. It is up to the GM to decide afterwards what kind 
of basic armor item or what kind of armor-piece offered the 
protection the template has generated and what condition it 
is in: All randomly generated equipment under Possessions 

follows the" normal random generation rules of the 


Equipment section. 
The Trooper-variant is applicable to all Ghoul Types. 


Wastelander Package: 
INI: (*2 for Earlier Sequence perk) 
AP: (*3 for Action Boy / Girl perk) 


œ Injury: => INI (+2 each for Earlier Sequence perk) 
AP (recalculate AP loss on injury; +3 each for 
Action Boy / Girl perk) 


EITHER add Action Boy / Girl: EL to Action Points. s) 
OR add Earlier Sequence: (+2 to Initiative.) 


Total EV: (= combined Apparel SP of all Hit Locations + 215) 
Armor: add Apparel: 

Average SP (recalculate) 

Head add 1d3s (1-2 cloth, 3 leather) 

Torso add 1d4s (1-2 cloth, 3-4 leather) 

Arms = Torso SP -2 (0 none, 1-2 cloth) 

Legs add 1d4s (1-2 cloth, 3-4 leather) 

@ - 1d10-3 

Apparel — worn pieces of armor or clothes 
Random — 1x General Equipment 


Possess.: 


Mercenary Package: 


Stats: ST +2, PE +2, EN +2, AG +2; (all toa maximum of 10) 


Recalculate Run & Leap and Carry & Lift! 


Injury: => AG (-0)/(-1)/(-3); 
Recalculate Run, Leap & Lift i injury values! 


INI: (+4; +2 or +4 for Earlier Sequence perk) 

AP: (recalculate; +3 or +6 for Action Boy / Girl perk) 

œ Injury: => INI (+2)/(+1)/(-1), (+2 or +4 each for Earlier 
Sequence perk); 


AP (recalculate AP loss on injury; +3 or +6 each 
for Action Boy / Girl perk) 


Skills: АС: 


Athletics +2, Brawl wy 

Dodge & Escape 42,.Sneak +1 = 
PE: | Awareness +2 ی‎ 

(all toa maximum of 10!) 


add 2 PERKS or 2 RANKS - 

Action Boy / Girl: (+3 to Action Points. (max..2 Ranks)) 

Earlier Sequence: (+2 to Initiative. (max. 3 Ranks)) 

Bonus Напа to Hand Attack: (Brawl attacks add only 
*2 to multiple action penalty or cost 1 less AP.) 

Bonus Hand to Hand Damage: (Add +1 to the 
damage of Brawl attacks. (max. 2 Ranks)) 


Perks: 


Total EV: (= combined Apparel SP of all Hit Я + 15) 


Armor: add Apparel: 

Average SP (recalculate) 

Head add 1d6 (1-4 leather (s), 5-6 metal (h)) 

Torso add 1410 (1-4 leather (5), 5-6 leather (h), 
8-10 metal (h)) 

Arms = Torso SP -2 (0 none, 1-4 leather (s), 
5-6 leather (h), 7-8 metal (h)) 

Legs add 1d8 (1-4 pit (5), 5-6 leather.(h), 

metal (h))‏ 7-8 س 
BTM: (see table) /‏ 
Save: (+2) j‏ 
Attacks: (recalculate damage ane attack values-of Stacks‏ 

due to modified STAT, Skill'values and/or added 
— м 
- = "m 


Perks; add. Bonus Hand to Hand Attack and/or 
Bonus Hand to Hand Damage perks to applicable 
attacks' notes.) 


@ — 1d10 
Apparel — worn pieces of armor 
Random - 2x General Equipment 


Possess.: 


Soldier Package: 


Stats: ST +2, PE +2, EN +4, AG +4; (all to a maximum of 10) 
Recalculate Run & Leap and Carry & Lift (+2 or 
+4 meters to Run for Bonus Movement perk)! 
Injury: =>AG (+2)/(+1)/(=1); 
Recalculate Run, Leap & Lift injury values! (+2 or 
+4 meters to Run for Bonus Movement perk)! | 


INI: (+4; +2 to +6 for Earlier Sequence perk) 
AP: (recalculate; +Combat Sense; +3 or +6 for Action 
p -Boy / Girl perk) 
Injury: => INI (+4)/(+3)/(+1), (+2 to +6 each for Earlier 
Sequence perk); 
AP (recalculate AP loss on injury; +3 or +6 each e 
for Action Boy 4 Girl perk) | 


Skills: AG: 


Athletics +4, Brawl +3, 
Dodge & Escape +3, Sneak +3 
PE: Awareness +4, Combat Sense +4 
(all.to a maximum of 10!) 
add 3 PERKS or 3 RANKS of: 
Action Boy / Girl: (+3 to Action Points. (max. 2 Ranks)) 
Earlier Sequence: (+2 to Initiative. (max. 3 Ranks)) 
Bonus Hand to Hand Attack: (Brawl attacks add only 
*2 to multiple action penalty or cost 1 less AP.) 
Bonus Hand to Hand Damage: (Add «1 to the 
damage of Brawl attacks. (max. 2 Ranks)) 
Bonus Movement: (Add *2m to Run. (max. 2 Ranks)) 
сене of Scars: (Add +1 to Natural Armor. (тах. < 3 Ranks) _ 


Total EV: (= combined Apparel SP of all Hit Locations 20) 
Armor: add Apparel: 
Average SP (recalculate) ^ 
Head add 148 (1-4 leather (5), 5-6 metal (h), = { 
7 metal (h), 8 composite (h)) am 
Torso add 1d10+2 (1-4 leather (s), 5-6 leather (h), 
8-10 metal (h), 11-12 composite (h)) 


Arms = Torso SP -2 (0 none, 1-4 leather (s), 
5-6 leather (h), 7-8 metal (h), 9-10 composite (h)) 


Legs add 1d10 (1-4 leather (s), 5-6 leather (h), 
7-8 metal (h);-9-10 composite (h)) 


(see table) 
(3 


(recalculate damage and attack T of atas 
due to modified STAT, Skill values and/or added 
Perks; add Bonus Hand to Hand Attack and/or 
Bonus Hand to Hand Damage perks to applicable 
attacks' notes.) - 

© — 1d10+3 

Apparel worn piéces of armor” 

Random = 4x: General Equipment 


BTM: 
Save: D 


Attacks: 


и A 
k 


Possess.: 


> 


; 
: 


GHOULISH ANIMALS : 


Ghoulified animals are not officially part of the Fallout canon universe, but there 
are several instances of creatures that suggest that some of them have fallen 
prone to a mutation or transformation process similar to the ghoulification of 
humans. One of the most prominent examples would be the Vicious Dog. This 
nearly hairless species of wasteland canine has a close similarity to pit bulls. 
They are ruthless survivors of the wastes, look starved and irradiated and show a 
high resemblance to human ghouls, not only because of their hairlessness, but also because 
of the patches of skin that seem to have rotten away,'exposing the flesh beneath. They hunt in packs, 
attack anything that moves and their behavior is also otherwise similar to the behavior of Feral 
Ghouls. But the probably most important indication is, that there still are normal dogs, mongrels and 
coyotes living in the wastes, that obviously differ from the Vicious Dogs visually and in behavior. 

Whether you consider Vicious Dogs simply as irradiated or as transformed into something 
else is pretty much open to interpretation, but the idea of ghoulified animals doesn't seem too far- 
fetched. If you do not like the idea of ghoulish animals for your game at all, you are obviously free to leave 
it out. But, because it just makes sense, this section provides a ghoul template that can be applied to basically any creature, but was 
designed to be applied to animals that the GM deems appropriate for ghoulification. These should mainly be mammals, which is why 
the rules of the template limit it to those. But in the end you are the GM, and if you want Cazador Ghouls in your game, go and haunt 
your players' worst nightmares! 


Ghoulish Animal Template: 


Ghoulish animals underwent a transformation process, Stats: ЕМ +2, CH -4 (min. 1), IN -2 (min. 1), CO +2; 
equal to the ghoulification of humans by exposure to AP: (recalculate) 
radiation. But since the mind of animals usually doesn't have 


that much reasoning to offer to begin with, there is no = Injury: => AP (recalculate AP loss on injury) 


physical transformation separated from the mental Skills: AG: Brawl +5 (max. 5) 
transformation like it is seen in humans. Ghoulified animals le Di са И. ЛЕ. Е Е 1ч. TS 
are Quickly overcome Бу місіоиѕпеѕѕ and basically Traits: add Slow Metabolism (Ghoulish animals need only 


immediately become feral. Only rigorous training and 10% of the food and water they normally need.) 


uncompromising routines can keep their mental degradation add Radiation Affinity (оош animals arent 
in check. Ghoul dogs, for example, can be trained like this, dilation as well аа Ср o наа аа 
but only experienced outdoorsmen should try so! minutes, lethal dmg within hours, radiation damage heals 
È the ghoul instead. \ 
Ghouified animals seem to develop ап intensified £ 3 ) р Е 
WC]: е add Ferocity (Ghoulish animals are not fearless but 
hunger for protein, like it can be seen in human Ferals as well, z : 
~ Е . cannot suffer Coolness penalties from fear or pain.) 
and even pure herbivores become omnivores, which need at add ШЕН Sensitivity Toe 
least 50% meat in their diet. They also change their behavior Б у ЫДА о IE 


imil h Feral ki р d light if they can. They do not fear it, but it is 
similar eto ИВ neral cenne dark Spaces an uncomfortable to them in some way. Due to the dark 


radiation. Their animalistic instincts are partially preserved environments they usually inhabit they adapt to darkness 
though. Ghoulified animals do not regard other ghouls of any quickly. Thus they do not suffer from dark condition 
species as their own kind and attack them just as they would penalties, but instead suffer the same penalties in bright 
normal animals or people. Also some of the behavior typical conditions. They also suffer a -2 penalty on all checks 
for their species is preserved. Théir social structures, if any, against blindness by light.) 

still play a role. Animals living solitarily, stay solitary and do Perks: ааа Toughness (А mortal hit deals only half damage.) 


not cluster like Ferals do. Animals living in herds or packs still 
form such groups and keep their typical hierarchy, though 3 ee 
their heightened aggressive potential toughens things a lot ai Location s2 Мао 
and only the strongest survive. BTM: (see table) 

The Ghoulish Animal Template is applicable to all Save: (+1) x 
animals in the mammals section. Attacks: 


Armor: Average SP (recalculate) 


(the animal retains all its natural attacks) 


Notes: Ghoulish Animals basically qualify for all normal 
Feral Ghoul Variant templates so long as their 
combination makes sense. Also other templates 
like the Glowing Creature Variant template 
might be good choices to extend a Ghoulish 
Animal’s abilities. 


` 


